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GAME BOY ADVANCE 


fe NLNTENDO 
GAMECU 


Get your power straight from the source with Nintendo Power’! It has everything you 
heed to stiparcharge your kart for Moria Kart”: Super Cirewit™ — tha hottest hand- 
held racing gama ever! You'll have all tha insida info, like haw to use your shalls, 
banana paals and shrooms — just watch tha competition slip away! 


Get in gear with Gama Boy® Advance's 32-bit power, 50% larger and brighter picture, 
sharper LCD screen and dozens of new games that will ba hitting tha streets soon. 
And now, there’s never been a better time to power up with the source, beceusa one 
low price gets you all this: ‘ lias 


12 action-packed issues of Nintendo Power for only $19.95 U.S. ($36.95 Cdn.). 
You save over 66%! Plus your choice of thesa amazing bonus gifts—FREE!* 


Choose from: 
1 Morio Kart”: Super Citcuit™ TShirt fAdult size £) 
(= Nintendo Power? Advonca Headphones 

Luigi’s Monsion™ Player's Guide 


Every month you'll get all the tips, tricks, secret meps, moves, previaws 
and raviews to make everyone eat your dust! Plus, get in tha 
subscriber-only lane for axclusiva perks, like the huge Jenuary 

Bonus Issue, cool contests and more! 


Meke sure you're fiting on ell cylinders—subscribe now! 
Log on or call toll-free 1-800-255-3700 today! 
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NINTENDO POWER ADVANCE V.4 


Nintendo Power Advance is your tour guide through the vast reaches of Dinosaur Land in 
our detailed coverage of Super Mario World: Super Mario Advance 2 We've trekked through 
every hill and valley, carefully mapping out all 74 areas for you Inside you'll find every secret 
revealed—the location of even the most elusive power-ups and I-Ups, how to reach all 96 exits 
and boss strategies for conquering Bowser and his seven Koopalings. There are some new 
features since the Super NES days—you'll find all the exclusive info nght here! 
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MARIO BROS. SUPERSTARS 


The dynamic duo, Mario and Luigi, are back, starring in two of 
their greatest hits—Super Mario World and Mario Bros. Some 
new features for the GBA releases of the two favorites include 
the ability to choose Mario or Luigi as a character, new secrets 
and endings, fun multiplayer options and new opening scenes 


Quite arguably the most popu- 
lar Mario title ever Super Mario 
World makes its retum With 
96 different exits to find, the 
option to play as either of the 
Mano brothers and new open- 
ing and ending sequences t's 
Sure to piease fans of all ages 
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SUPER MARIO 
ADVANCE 2 


The Mushroom Kingdom's very own plumber- 
heroes, the Mario Bros., leap their way to the Game 
Boy Advance in Nintendo's Super Mario World: 
Super Mario Advance 2. Two classic hits, Super 
Mario World and Mario. Bros., make their spectac- 
ular return with exclusive new options, secrets, 


graphics and multiplayer compatibility. 


GENRE: ACTION 
PLAVERS: {TO 4 
RELEASE: FEBRUARY 2002 
WEBSITE: GAMEBOY.COM/SUPERMARIOWORLD 


BACK TO TNE BASICS 
bar’ ® The onginal Mano Bros game 
=f sa wis back and better than ever Its 
: Classic Made 1s reminist 
fs the old arcade hit, and the Battle 
Mode employs some fun new 
e B twists Both are multiplayer: 
ready and compatil eh 
Super Mario Advance 
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MARIO BROS. 


THE CLASSIC RETURNS 


Everyone's favorite plumber brothers, Mario and Luigi, return 
in their classic hit based on the arcade version from days gone 
by. With Classic and Battle Modes, experience the fun alone, or 
hnk up with one to three friends to relive the memories . 


MARIO BROS. CLASSIC 


BUMP FROM BELOW 


spree rePyeerrr lidddddddded osenemies come out of the 
pipes at the fop of the sfage, 
stand below them and press 
the A Button to ump up and 
knock them over In some 
Cases it will take two tuts fo 
knock an enemy on its back 
Don't let the baddies get too 
tar! 


Your foes won't remain on 
their backs for long It's up to 
you to leap up and kick them 
‘out of commission while 
they're disabled Don't let an 
enemy get back up, or itll 
change color and move aboul 
we a faster frenzy ot anger 


MARIO BROS. BATTLE 


SATTLE OF TNE SHOTHENS 


Lieei In Battle Mode, you get down 


oe and dirty in an all-out brotherly 
adel ddd od deed iddddddddad Dav with one to three of your 
fnends The rules tor deteating 
enemies are the same as sn 
Classic, but the Garbage Can 
has been added The first 
Mario fo get five coins wins! 


GARBAGE GAN GOOOIES 


‘Using fhe Garbage Can is a 
td did dddedd hed iidddddadad geat strategy You can throw 
other players in the Garbage 
Can to put them out of com- 
mission for a few seconds 
Usetul power-up stems that 
could give you the edge may 
also appear in the Garbage 
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BATTLE TACTICS 
a1 


lddddddddddad 


If you link up with one to three 
friends you can play Classic 
or Battle Mode together 
Classic ts a Multi-Pak Mode— 
a Game Pak 1s required in each 
Game Boy Advance Battle is a 
Single- or Multi-Pak Mode 

You can also link up with 
Super Mario Advance 


Along with pesky pests, coms 
will come out of the pipes af 
the top of the stage Try your 
best to collect all the coins as 
they spin around the plaf- 
forms If you manage to gefa 
perfect score in the Bonus 
areas, you tl earn a 1-Up! 


It's every Mano for himselt in 
Battle Mode Jump on your 
trends head or bump him 
trom below fo stun him fora 
few seconds Try fo get fo the 
coms first, even tf it means. 
kicking off enemles someone 
else has fipped over 


SUPER MARIO WORLD 
eee 


THE ADVENTURE BEGINS 


Asa golden sun smiles down on Dinosaur Land, Mario, Luigi and 
Princess Toadstool float over Yoshi's Island in their hot-air bal- 
loon. Exciting mages of the fun they'll have on the vacation hil 
their heads with anticipation. Unbeknownst to the trio, a more 
sinister visitor has also arrived on the peaceful isle 


WHERE IN THE WORLO iS PRINCESS TOAGSTOOL? 
a As Mano, Luigi and Poncess. 


= — Toadstool embark on a fun- 
9 to.0 aur fitted vacation on Yoshis 
4 M wea Istand the princess d:sappears 
: th: mysteriously A heros work is 
never done Suspecting 
Bowser as the culprit the 


Bros set out on their new 
Journey 


SUPER POWER-UPS 


Mario and Luigi are going to need some help if they're to suc- 
ceed in freeing Princess Toadstool and Dinosaur Land from the 
terrible tyrant, Bowser, and his Koopalings Throughout their 
journeys, the Mario Bros. will find magical items that grant them 
new abilities to aid their crusade 


SUPER MUSHROOM MAONESS 
Mystical Super Mushrooms grow all over Dinosaur 

Land Mario and Luigt find during their travels that eat- 
ing One of the tasty ‘shrooms gives them super size 
and new abilities When they eat a Super Mushroom, 
they change into Super Mario and Luigi 


FIRE FLOWER POWER 
When Mario or Luigi tinds a Fire Flower in Dinosaur Land 
he instantly transforms into Fire Mario and Luigi With the 
red-hot powers of the Fire Flower the brothers can toss a 
barrage of unlimited tireballs at ther enemies As Fire 
Maro or Luigi tap the B Button to shoot tireballs 
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TROUBLE IN CINOSAUR LANG 
fi When they arrive on the empty 
doorstep of Yoshi's House 
Mario and Luigi d:scover 
theres more to the princess's 
disappearance than they origi 
nally suspected Noticing a 
note from Yoshi the Mario 
Bros head off to tind Bowser 


CAPE FEATHER CAPERS 
Holding Gape Feathers in their 
hands Mario and Luigs notice the 
appearance of magical Capes on 
their backs With a Cape Feather 
the brothers become Caped 
Mano and Luigi, which grants 
them access to new abilities and 
free reign of the clouds high above 
Dinosaur Land 
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HELPFUL ITEMS AND BLOCKS 


Scattered throughout Dinosaur Land are many useful items and 
types of blocks that will help you on your quest to defeat Bowser 
and his Koopalings Some items will give Mario and Luigi special 
abthties, others will allow them access into secret areas, and 
some rarer ones will award extra lives. 


COINS 

Coins are up lor grabs in every corner of 
Dinosaur Land When you collect 100 coins, 
you are awarded an extra lite Some stages 
contain Secret bonus areas with tons of coins 
just waiting to be found You can collect 1- 
Ups in nearly every stage if you collect ail the 
coms in that stage 


1-UP MUSHHOOMS 

The little, green spotted mushrooms are a 
ranty but worth seeking out For each 1-Up 
Mushroom you find, you get an extra life 
Many of the bonus areas and bonus games 
yield multipie 1-Up Mushrooms if you get 
lucky Sometimes the littte ‘shrooms are 
unseen in a stage so search everywhere! 


TRAMPOLIRES 

Springy Trampolines allow Mano and Luigi to 
reach areas they could not jump to on their 
own You can pick up Trampolines and move 
them to where you need the extra boost, and 
you can use them as many times as you 
wish Sometimes the only way to reach an 
item or exitis with a high jump =~ 


P-SWITCHES 

Two colors of P-Switches appear in Dinosaur 
Land Blue P-Switches tum solid blocks into 
coins and coins nto solid blocks for a limited 
amount of time The rarer silver P-Switches 
transform enemies ito valuable silver coins 
until the timer runs out You can carry the 
switches 


GRAB BLOCKS 

Purple Grab Blocks are a special type of block 
that you can pick up and throw When you 
pick up a Grab Block. it will begin to flash 
Toss the flashing Grab Block up at enemies or 
tun while carrying one to knock out an enemy 
in your way You can atso use Grab Blocks to 
feed a young Yoshi and make him grow up 


ROULETTE BLOCKS 

You can get one of four power-ups from 
Roulette Blocks Depending on when you hit 
the block you could get a Fire Flower 
Starman, Cape Feather or Super Mushroom 
Watch the changing stem in the box and time 
your hit to get the item you want Items con- 
tinue to change after they re released 


Do e@ep dk 6 CO 
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STARMEN 

Frendly astral creatures tmbued with the 
power of the stars Starmen grant Mano 
and Luigi temporary invincibiity Starmen 
are often hidden in Prize Blocks or Roulette 
Blocks and, when touched will cause the 
brothers to sparkle and flash with star 
power Their invincibtity is very useful! 


DRAGON COINS 

Dragon Coins look similar to regular coins 
but have Yoshr's likeness impnnted upon 
their shiny surtace Most stages in Dinosaur 
Land have five Dragon Coins—sometimes 
even more appear in bonus areas When you 
collect five Dragon Coins or more you ll eam 
a1-Up for each consecutive com 


3-UP MOONS 

The little lunar bodies, 3-Up Moons area 
rare sight in Dinosaur Land (If you are lucky 
enough to find a 3-Up Moon, you will be 
awarded three extra lives The smuling moons 
are hidden welt, so it will take a persistent 
Mario of Luigt to unveil their hiding places 
Its worth the reward so seek them out 


KEYS 

Little golden keys are hidden in many areas 
in Dinosaur Land When you find a key, the 
keyhole it fits into is often nearby Keys and 
keyhates open up paths to secret stages and 
worlds You have fo search high and low tor 
keys, as they are usually wa hard-to-reach or 
unseen place 


POWEH BALLOORS 

Power Balloons, or P-Balloons, transform 
Mario and Luigi into Baltoon Mario and Balloon 
Luigi The magical balloons are always hidden 
in Prize Blocks and, once released, float lazily 
off into the sky You ve got to be quick to grab 
them With a P-Balloon Mario or Luigi can 
float for a imited amount of time 


MESSAGE BLOCKS 

Even Mano and Luigi need a tip or two at 
times Located in areas where a new skill or 
item needs to be used Message Blocks will 
give you a Tounst Tip to help you along your 
way Jump up and hit the block as you would 
with any other and press the A Button to make 
the intarmative message disappear 


BONUS BLOCKS 

Bonus blocks are rare and a puzzle in them- 
selves If you hit a Bonus Slock without sotv- 
Ing its puzzle. it will yield only a single coin To 
unlock the secret behind the mystical blocks, 
you must obtain at least 30 coins in the same 
‘Stage m which they appear You will be reward- 
ed a 1-Up Mushroom it you succeed 


THE MANY WAYS OF MARIO 


Manio and Luigi are both very versatile in their own unique 
ways—they can take any sort of surrounding and adapt tott hke 
a pro. The Manio Bros. retain all their old stunts and have 
learned some new ones as well Bowser and his minions don't 
stand a chance against the skilled moves of the brothers 


Koopa Troopa shells can 
‘become an instant form of 
armor or artillery for Mario 
and Luigi Stomp a Koopa 
‘once then pick up tts shell by 
pressing the B Button You can 
carry the shell by holding the 
B Button as you walk 


\\ 


H Toclimb a fence, press the B 
Button and Up then the diree- 
tron you wish to climb To 
knock Koopa Troopas off the 
fences either move down on 
top of them or punch them 
with the B Button when they're 
on the other side of the fenca 


SPIN JUMP SECRETS 
“Se KOS Sometimes you'll need to 

break blocks to reach a pipe or 
item Stand on the yellow 

blocks as Super Mario or 

Luigi then press the R Button 

to teap up and perform a Spin 

Jump The Spin Jump ts also 

useful against some enemies 
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SHELL TOSS 
sl eas: 
yyy are too high for Mario and 
BQ00 0: Luigi to reach Borrow a near- 
f Fas by Koopa Troopa’s shell and 
carry it to where you need to 
reach Press the direchon you 
‘want the shell to go, then 
Telease the B Button to toss it 


Sometimes blocks or enemies 


Mario and Luigi can climb 
vines with an item which can 
be useful for reaching some 
secrets Pick up the item you 
wish to bring along, then toss 
tt up the vine Climb up after 
the item to catch tt and carry tt 
up to the top of the vine 


Mario and Lurgi take to the 
waters with ease Press the 
dvection you wish to swim 
and tap the A Button to kick up 
some waves Let go of the A 
Button to float down Press the 
B Button while swimming 
use your Cape or fireballs 


Marto and Luigi can slip up 
and down various sloped sur- 
faces, which can be a very 
useful tactic for knocking out 
lines of enemles headed your 
way Press Right or Left and 
Down to start sliding then 
keep pressing Down to the 
bottom 


nintendo.com 


CAPED CRUSADING 


You can discover many treasures in Dmosaur Land—the great- 
est of which is the Cape Feather, When Marioor Luigi grabs one 
of the magical feathers, a Cape will appear on his back While 
donning the Cape, the brothers can soar high ito the clouds, 
glide and perform a whole new set of special attacks 


TAKEOFF 


CLEAR FON 
Cao eT ES] 


§ Before you can go soaring into 
the wild blue yonder, you'll 
have to build up some speed 
<4 for takeoft Search fora tlat 
area that s clear of enemies 
and obstacles to use as your 
runway You may need to clear 
a path before taking fight 


BO Once you find a cfear spot to 
build up enough momentum 
3 for takeoft, you can explore the 
clouds above Run in the 
direction you wish to go, then 
press the B Button to accefer- 
ate When Mario or Luig: puts 
tis arms out, you'll be ready 
tor tight 


Nearly every enemy ts vulnera- 
ble to the powerful Cape Spin 
attack Stand near one of 
Bowsers baddies while wear- 
ing the Cape and press the R 
Button to fet loose a whirlwind 
of caped fury Try the Cape 
attack while running 


BOOY PWESS CHUNCN 


ya Ss Use Mario of Luigi's iron belly 
to pound enemies Into the 
ground from above While in 
flight, let go ot the Control Pad 
to glide down with the Cape 
Open You can glide over and 
smash one or several enemies 


with the Press Crunch 


4 After building up enough 
momentum to ffy press the A 
Button to rise into the sky 
Once in the sky continue to 
hold the A and 8 Buttons and 
tap the opposite direction 
Mano or Lusgi is flying as his 
head begins to tip downward 


Mano and Luigi can glide white 
wearing the Cape which is very 
usetu! tor making precise land~ 
ings on small targets Press the 
B Button to jump then hold 8 
while using the Control Pad to 
maneuver while gliding 


FAST OIVE FROM TNE SK 
a4 You can perform a thunderous 
attack that will send everything 
below you flying in shock To 
perform the Fast Dive hofd the 
Aand 8 Buttons so you con- 
tinue flying fhen press the 
same direction you are flying 
to cause an earthquake below 
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YOUR PAL YOSHI 


The playful natives of Dinosaur Land, Yoshis become fast friends 
with the Mario Bros Joining the quest to defeat Bowser, Yoshi 1s 
a valuable ally with his various special abilities and lightning: 
quick tongue There are four different colors of Yoshis, each 
with Its own unique attributes. 


HATCH A FRIEHO 
FAS 


Yoshis are always hatched 
trom a Yostis Egg Sometimes 
the eggs are hidden in Prize 
Blocks other times they're in 
pian sight Yoshis Eggs yield 
a Yoshi of the same color that 
A) 1s either full-grown or a baby, 
depending on the stage 


YOUR LEAD STEED 


lh 


KTS Ride in style through Dinosaur 


Land atop your pal Yosh 
When you encounter a fult- 
grown Yoshi, hop on his back 
foranide Prass the R Button 
to dismount, but be carelul— 
Yoshi is easily spooked and 
wilt run off if hit by an enemy 


RED-HOT YOSHI 


When Yoshi swallows a red 
Koopa shell, he gains the abil 
ty to spit three tireballs at 
once Press the B Button to 
spit Out a powerfut fire attack 
that witl clear any nearby ene- 
mies If you re ona red Yosh 
any color shell will produce 
fire 


INTD THE BLUE 

x * @90 With a blue Koopa shell wn his 
mouth, any color Yoshi will 
Sprout wings and fly lor a 
short peniod of time Fly by 
tapping the A Button, but find 
a place to land if Yoshi starts 
to swallow It you are nding a 
blue Yoshi, any color shell will 
yield wings 
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HURTURE THE YOUNG 
nr es 
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YELLOW SHELL STOMP 


When you discover a baby 
Yoshi in the Star Worlds, he 
will be very weak You must 
feed the young dino to make 
him grow into an adult Yoshi 
Five enemies or berries or a 
power-up item will make the 
baby Yoshi grow up 


While atop Yoshi press the B 
Button to make him stick out 
his tongue It you are near 
most enemies, he will slurp. 
them up into his mouth When 
Yoshi swallows a Koopa, ha 
will hold the sheltin his 
mouth Press B to spit tt out 


Gulp up a yellow Koopa shell to 
make Yosin stomp the ground 
and cause an earthquake that 
‘will make the enemies in the 
area go flying Press the A 
Button to jump and slam Ifa 
yellow Yoshi swallows any 
cotor shelt he can stomp 


Swallowing a green Koopa 
shell is a great way to mow 
down enemies in your path 
Yoshi will hold the shell in his 
mouth untd you press the B 
Button to spit it out Follow the 
speeding shell to clear a path 
but watch out for the rebound! 
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§ Growing among the lush 
shrubbery of Dinosaur Land 
are three types of juicy berrias 
which happen to be Yoshis 
favorite treat Red Berries are 
the most common and appear 
aff throughout Dinosaur Land 
When Yoshi gobbles up 10 
Red Berries in the same stage 
an egg wiff appear and hatch a 
Super Mushroom 


PINK BERRIE: 


Pink Berries are much more 
rare than Red Berries—often 
there are only two in a stage 
Wher Yoshi eats two Pink 
Berries in the same stage a 
cloud will appear and drop. 
coins Coffect all the coins to 
earna 1-Up 


CHIPMUNH CHEERS 


Just like a crafty fittle chip- 
munk Yoshi can hold an item. 
in his cheeks for fater 
Swallowing items jike a P- 
Switch or Trampoline tor later 
use (s a very useful tactic 
when you need to carry the 
item a long distance 


Hidden in Prize Blocks 
throughout Dinosaur Land are 
rare Yoshi's Wings If youre 
riding Yoshi when you release 


4 be carned to a secret bonus 
area in the clouds Any cofor 
Yoshi will be abfe to use the 
wings 


the wings, teap up into them to 


GREEH BERRIES 
ey 


Green Bernes are extremely 
rare When Yoshi eats one of 
the elusive fruits, it will add 20 
seconds to the stage’s timer 


TOHGUE-GRAB 


Pare gaye rerinere ee ee es 
was 7 @as0e 


Yoshi's amazing, sticky tongue 
can grab items that Marto or 
Luigi woufd have a hard time 
reaching Blocks pipes and 
other obstacles dont stand a 
chance against Yoshi's tongue 
Some items and keys can be 
reached only by Yoshi's 
tongue 


pavanve Wasp ote Ee ee 


Sometimes Yoshis are hidden 
in secret areas of the stages If 
you don t look for Yoshi you 
could pass up the opportunity 
to bring your dino paf along 
for the fun Always search 
every nook and cranny of 
Dinosaur Land tor him 
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WELCOME TO DINOSAUR LAND 


Named for the playful dinosaurs, Yoshis, Dinosaur Lands a mysterious place with lush rolling hulls, 
jagged peaks and an emerald forest set upon the backdrop of a deep blue sea It's a perfect spot for 
a vacation—or so the Marto Bros and Princess Toadstool thought. Something ts amiss in Dinosaur 
Land, and all clues lead to a nefarious family of Koopas led by the one and only, Bowser 
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VANILLA DOME 


TWIN BRIDGES 
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FOREST OF ILLUSION rc. 30'S 
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STAR WORLD 


SPECIAL WORLD PG. 89 
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YOSH?S {SLAND: When Mario aed Luigi lirst arrive on the island, oaly 
@ lew eres are opes to explore. Complete the stages to open new areas. 


YOSHI'S ISLAND 


As Mario and Luigi embark on their adventure to save Princess ‘ ns be rer 
Peach, they're joined by the helpful dinosaur, Yoshi. Bowser has . 
also captured Yoshi’ friends, so it's off to the rescue together! 


YOSHI'S ISLAND 1 


RN JUMP AND OUCK 


Run up the sloped ledge 
and jump to reach the 
Dragon Com Quickly 
duck to avoid Banzai Bill, 
‘of jump on top of him to 
knock him out 


3-UP MOON: Osly Caped 
Some ttems are hidden in Marlo or Luigi can reach 0 rore 
Flying Prize Biocks When 3-Up Moon. After findieg a Cape 
you ump up and hit the Feather in Goaut Plains 1, reture 
winged blocks the treas- io soar up to the prize 
ure inside will tall into 
your hands below 


Mario and Luigi can per: 
torm a Spin Jump by 

pressing the R Button Use 
the Spin alump to crash 


Midway Gates mark the 
halfway point and where 
you'll resume it you don't 
make tt through on your 
first try You ll get a power- 
up when you pass one 


A You can hit some f B = ~ 4 After hitting the block 
unreachable blocks from . overhead with the shell 
below by tossing a shell quickly run past the cloud 
up at them Grab a nearby 3 path Duck the oncoming 
shell with the B Button, <3 ? Banzai Bill and jump to 
aim and let go to throw tt rs : get 1-Up Mushroom 


Hit the block and collect i E F aetH Run and bounce off 

the Fire Flower to trans- Chargin’ Chuck's head for 
form into Fire Mano or an extra boost The higher 
Luigi Blast your enemies you break the Goatpost 
with bouncing fireballs by tape the more Goal Stars 
pressing the B Button | oa you Il earn 
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COINS GALOHE 


YELLOW SWITCH PALACE 


THE MYSTEHIOUS SWITCH PALACE: 
See | 


After stomping on the P- 
Switch quickly sun and 

collect as many coins as 
you can before the timer 
Tuns out For every 100 

coms you get a 1-Up 


‘When you appear in the 
room with the large yellow 
‘switch jump on tt to act- 
vate yellow blocks through- 
out the fand The blocks will 
aid you on your joumiey 


After you complete Yoshi's Island 1 the Yellow 
Switch Palace will appear There are four Switch 
Palaces spread out over Dinosaur Land Each when 
activated wail make yellow, green, red or blue 
blocks appear where outlines of blocks once were 


YOSHI’S ISLAND 2 


Bucy NUNGHY, NUNGHY YOSM! 


Pick up the empty shel! r a ‘When Mario or Luigi hops 
and toss it at the chain of Rm 4 onto Yoshis back ene- 
red Koopas Quickly fal- mies beware! Press the B 
low the speeding shell as Button to make Yosh 

tt overturns the turtles to chomp Bowsers med- 
eam a 1-Up reward dling shelled minions 


BL CLIMBING VINES 
T, i Tides Hit the yellow block on 
h the right to make a vine 
grow Climb the vine to 
the clouds above where a 


hidden Dragon Corn 
awaits 


GHAB THAT YOSHI SECHET TREASUNE CAVEHN 
The secret area beyond the 
blue pipe ts easy to reach 
with Yosh The nearby 
Monty Mote has other 
plans so prevent him from 
making Yoshi run off 


Within the secret caver 
are Flying Pnze Blocks 

Hit them either by throw- 
ing the Grab Blocks up or 
using Yoshi for height and 
jumping up off his back 


C7 END WITH A FRIEND 
a G If you break the Goalpost 
Y - tape while riding Yoshi, 
not only will you get more 
Goal Stars but Yoshi will 
accompany you to thu 
next area 
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YOSHI'S ISLAND 3 


Step on the P-Switch to 
transform the coins tem- 
porarily into blocks Use the 
biocks to cross the lava 
safely and reach the Dragon 


[3 SWIWGIHG PLATFORMS 
a — 


Carefulty leap trom solid ground onto the midair 
swinging platforms to reach the next area As the 
platform rotates jump when you are closest to the 
next patch of solid ground Watch out below— 
theres nothing to break your fall 


Among the benefits of having Yoshi along for the 
adventure are the added opportunities to grab 1-Ups 
If you already have Yoshi each Yoshi's Egg you find 
will become a 1-Up Mushroom. Hit the right Prize 
Block, then quickly jump up to grab the treasure 


Ride the swinging plat- 
form down to reach the 
yellow pipe in the corner 
Press Down to enter the 
Pipe and go to the secret 
area 


Crossing the stretching 
platforms takes some 
quick footwork Stay on 
the block closest fo the 
center, then jump to the 
next set of shifting biocks 


The last Dragon Corn ts just before the course's 
Goalpost Ride the three swinging platforms toward 
the exit and position yourself for a grant leap 
toward the Dragon Coin If you mess it on your first 
try, you can return to the stage and try again 
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YOSHI’S ISLAND 4 


To reach the hidden 1-Up 
Mushroom have Yoshi 
bounce high off one of 
the flying fish then Spin- 
dump off his back up to 
aq the platform above 


When you hit the Prze Block, the Super Mushroom 
will slide off onto the floating isiand to the right 
then into the water :f you aren't quick After hitting 
the Pnze Block hop onto the island to get the 
Dragon Coin, then let the mushroom come fo you 


F-~] BLUE PIPE TO DRY LAHD 


ee ay 


E-7} MEET POKEY 
TS 


ie 


Collect the coins, then 
stand on the blue pipe 
and press Down to enter 
ma] a dry area Jump careful- 
ly—those are Floating: 
Mine- infested waters 


Pokey may look like a 
friendly tttle cactus, but 
boy are its spikes sharp! 
Fireballs don t work 
against Pokey, so leap 
over it or bring Yoshi 


Pick up the red shell by walking up to tt and press- 
ing the B Button Aim at the P-Switch above by 
Pressing Up, then tet go of the 8 Button When the 
P-Switch fatts jump on it to transform the coins 
Into a bridge across the open water 


Grab the Starman to 
become Invincible Mario 
or Lung! If you're quick 
enough you can get a 
few 1-Ups by dashing 
through enough enemies 


E--4 HOP, HOP, HOP 


a The floating platforms 
. ‘sink a Jittle when you 
! jump on them Make 
: quick Jumps across the 


three islands and grab the 
Dragon Coin 


Run nght into the green 
pipe to warp to the end of 
the stage Jump high 
when cutting the Goalpost 
tape to earn as many Goal 
Stars as possible 
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IGGY’S CASTLE 


iggy’s Castle is nddled Ma) Hit the climbing Koopas 
with fence-climbing ‘on the same side of the 
Koopas bubbling pits of fence from above or 
lava and pummeling press the B Button fo 
columns Jump on the knock down ones on the 
fence and chmb on! opposife side 


Jump on the P-Switch fo 
reveal a valuabie Fire 
Flower in the center Prize 
Block Climb up and jump 
to collect the flower but 
watch out for Koopas 


As you climb over the 
pools of lava watch out 
for the Lava Bubbtes that 
shoot up You can't hurt 
the hery fiends. so time 
your climbing carefully 


To switch sides of the 
chain-link fence press the 
B Button at one of the 
revolving squares You'll 
have to do so to reach 
some Dragon Coins 


After climbing all the 
fences. you'll be rewarded 
with a little rest Cut the 
Midway G. pe to 
power up and save your 
castle progress 


Wart on the left side of 
the first ceiling column as 
it pounds down When it 
nises, run to the next col- 
umn and duck in fhe pit 
to avoid being squashed 


Take advantage of your 
last chance to power up 
before facing Igay Jump 
up to reveal a Fire 

4 Flower—a useful toot 

A against the Koopaling 


The last Dragon Com in 
\gays Castle 1s a tricky 
‘one to get As the final 
ceiling column rises run 
and jump across the 
sfretching platform 


With Iggy defeated ONWARD TO DONUT PLAINS 


Yoshis Island 1s free from 


Bowsers clutches but A new path to Donut Plains will appear with the fall of Iggy's 
Yo can ist vatesane Fortress Secret areas, new items and more enemies await 
ae is need your og Mario, Luigi and Yoshi as they continue their search for Bowser. 
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QONUT PLAINS: Rolling hiits, underwater mezes, deep cavern: 
DONUT PLAIN few secret areas may all be tound In this don HI 


DONUT PLAINS 1 


Fy=] FLYING SUPER KBOPAS 


Super Koopas fly through 
the air and penodically 
dive at Mario and Luigi tf 
you see a Koopa with a 
tlashing cape jump on it 
tor a Cape Feather 


PaOSeSEe 


With @ Cape Feather fhe Mano Bros can fake to the 
skies as Caped Marso and Luigt To fly, get a good 
running start then press the A and B Buttons 
Masfering things like gliding, diving and the body 
Press take a bit of practice, but they re very useful 


“t To@pace * 


ee TY 


ao vars BLB FAL YOSHI 


Your only chance to pick up Yoshi ts from this Prize 
Block Yoshi is especially helptul in getting past the 
Chargin Chucks just ahead, So team up with the 
friendly dino fora dynamic duo If you already have 
Yosht you Il get a t-Up Mushroom 


SECRET EXIT: 


Hit the far-right block to The golden key and 
make a vine appear and keyhote unlock the 
grow up into the clouds first eecret area In 


Climb the vine to gat one Donut Plains. Fly up 

ofthe five hidden Dragon = AGAUDIE Ne 

Coins in the area Caped Marlo or 

rulblesiratee ater Two Chargin Chucks take turns trying to hit Mario 

Expespenerrgs oF Luioi with their baseballs With Yosh) bounce on 
their heads once to stop therr troublesome pitching 
Hit them over fhe head a few more times to put 
them out of commission tor good 


cS] GO FOR THE GOAL 
ae =m) [a 


To avoid the tight forrna- 
hon of Super Koopas 
jump above them or duck 
below as they fly by At 

@ the goal use Chargin 
faeeg Chuck for an extra boost 


SSNS 
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DONUT PLAINS 1 HIDDEN AREAS 


1-UP ROOM: You hove the To @pace 25 
chance to get up to five 1-Up 1 
Mushrooms in this hidden erea 


a4hliy CAREY, 


You must itt each row of 
Prize Blocks in a certain 
order to earn a 1-Up 

A Mushroom It you 
choose the correct block, 
a it will tun green and 
have a circle anit 


WS 


PEIN 
ENO 


5 


If you successfully get 
three green blocks ina 
row you will be awarded 
with a 1-Up Mushroom 
If you guess nght every 
time you could walk out 
with tive extra lives! 


SE 


iy 


Y 
1) 
g 


The second secret area in Donut Plains ts full of 

cains coins and more coins! Grab the Cape Feather 
at the entrance and run up the sloped block to get a 
good running start The area is a gold mine, but it’s 


) FROM @ PAGE 25 
very easy to lose track ot time init 


PORERGEDES ERT FER 


Zr 4 COIN COUNTER 
e oe There is a total of 600 
coins in the bonus area 
The coin counter atop the 
first set of pipes will help 
you keep track of how 

4 many remain 


Coins frame the set of 
Pipes at the end of the 
area Using the sloped 
block, run up across and 
down to gather them alt 


10 @ Pace 25 
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DONUT PLAINS 2 


.-{°] BOUNCING BUZZY 


dump on top ot Buzzy 
Beatle’s shell and send 
him spinning into the 
nearby Swooper Hit the 
far-right Prize Block tora 
needed Super Mushroom 


As the platform rises, you 
will be trapped between 
two walls If you jump on 
Buzzy Beetle leap out ot 
its Way as it neochets off 
the walls 


| s1 uP WE GO_ = " SECRET E he 


golden ke 
keyhole lead to the Green Swlich Palace. 
Use the vine or ¢ Cape Feather to reach it 


Quickly run past the moving platform below the 
‘orange and green pipes and wait tor the platform 
‘on the right to lower Jump on the tlat platform 
avoiding the Swoopers As it rises, leap up inte the 
second green pipe to enter a secret area 


Run along the bumpy cavern tloor avoiding ene- GROWING VIHES 
mies and timing your sprints past the lowering 
areas Once you reach the last moving platform on 
the right, take a running leap onto it Ityou don't 
make the jump in time, you'll get squashed 


Hold a shell and Spin- 
Jump through the blocks 
Take it to the far-right 
staistep block and toss 
it up to make a vine grow 
Follow the vine to the key 


GREEN SWITCH PALACE 


SHELL T 


After having fun with the 
4 Koopas below follow the 
upper path to the nght to 
find a green pipe Enter 
the pipe to reach the 
Green Switch room 


A 
y 
Y 
y 
B 


SPALL LALA TAILS 


Upon entering the Green Switch Palace pick up the shell then jump 
‘on the P-Switch to your nght to make the brown block turn into a 
coin Drop down the opening and toss the shell to the left Jump 
back to the upper path and tollow the shell to the night tor a 1-Up! 


dump on the Green 
Switch to release the 
green blocks from the 
palace Solid blocks will 
appear everywhere there 
had been a green outine 


SUPER MARIO WORLD: SUPER MARIO ADVANCE 2 ca 


DONUT GHOST HOUSE 


fT) NNOCN, NNOCN 
a 


The Donut Ghost House SECRET EXIT: This weii-hidden doorway 
door opens mysteriously ieads to the Top Secret aree of Denet Plains 
and Boo can be heard Yoo witl ni Cape Fealher to reach 


laughing inside Grab the 
coins as you run night, 
but watch out for ghosts 


Ey] BOO TREASURE 
38 Lae Hy Five Dragon Coins are 
hidden throughout the 
haunted house Grab the 
first coin as you dash 
nght to the first door 


Er] GOING SO SOON? 
7 ahh Run up the slairs to enter 
a doorway on the far 
ngtt Watch out for the 
Boo Buddies following 
you—they love spooking 
adventurous visitors 


dump up and hit the block to the right of the stairs 
to make a P-Switch appear While dodging Boo 
Buddies activate the switch and follow the arrow of 
coins lett to a silver door When the timer runs out 
the door will fade away so be fast on your feet! 


You can move the trail of 
coins you find by press 
Ing any direction on the 
Controt Pad The coins 
will stop in their path if 


he 
Jump up and hit the block they run into anything 


to the right of the stairs 
to make a vine grow 
Clmb the vine to find a 


thea“ ‘TOP SECRET AREA 


UNLIMITED 1-UPS. POWER-UPS ANO YOSHI 


Return to the Top Secret 
area as often as you d like 
to grab Yoshi and some 
power-ups if you have 
Yoshi the center block will 
yield a 1-Up Mushroom 


You must be Caped Mario 
or Luigi to access the hid- 
den door leading to the 
Top Secret Area Grab the 
four 1-Ups by hitting the 
blocks from left 1o right 


nintendo.com 


DONUT PLAINS 3 


Jump onto the Triple 
Swing Lifts and ride them 
until you re near the next 
area of solid ground 

BH Unlike in previous stages 
the platforms don't stop 


Allow the Pully Lift to 
bring you around to the 
moving Triple Swing Lift 
with the Dragon Coin on 
it Jump to the right and 
grab the com 


Orop down to the lower 
ledges using either a Cape 
Feather of a Spin Jump to 
@ smash the blocks Hit the 

far-right block to make a 
vine sprout. 


After climbing the vine up 
into the clouds, grab the 
second Dragon Coin Run 
fight along the cloud path 
and drop straight down to 
the solid ground below 


PULLY LIFT SWITCHES 


Some Pully Lifts have 
ON/OFF switches The tifts 
run along ther tracks 
normally until the switch 
ts turned to OFF, then the 
track changes couyse 


Qne of the Putty Lifts has 
) a track that's broken into 
three segments At the 
end of each one, jump to 
the platform to continue 
your ride to the end 


GOAL STARS 
After exiting the 1-Up ¢ " 
A Room, you will need to 
backtrack to your left to 
(ind the last Dragon Coin 
Jump onto the Triple 
Swing Lift to pick It up 


Each time you cottect 100 Goal Stars, you'll eam a trp to the Bonus Room The 
hugher you break the Goalpost tape, the more stars you'll get 


THE BONUS ROOM 


SUMP FAST BINGO! 


If you can time your 
jumps so that you hit 
each block before it pass- 
es, youll get the same 
picture to appear 


If you get lucky enough 
to have three of the same 
symbols in a row you'll 
geta 1-Up Mushroom 
You can get up to eight if 
you time things just night 
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DONUT PLAINS 4 


Cy] SHELL SPRINT 

ww a Just past the start of the 
stage is a meddlesome 
] shell-less Koopa Press 
] the B Button to dash to 
the shell and kick it 
before he can gat inside 


905 009 o00 


A As each pipe moves up 
and down, you'll need to 
Jump sight from pipe to 
pipe to continue on 
Gliding with the Cape 


The Amazing Flying Hammer Brothers tound dust after exiting the underground area, you'll see a 
throughout the stage try to knock Mano and Luigt cloud path high overhead To reach it use a Cape 
out with a barrage of hammers from above Knock Feather or have Yoshi eat the shell of the blue Koopa 
the first one off his flying platform by jumping up Jump up under then to the right of the gray block at 
from below then hiteh a ride ‘the end of the clouds fora 1-Up Mushroom 


The first appearance of a Roulette Block 1s in Donut Just before the Goal is a huge crevasse that Mario 
Ptains 4 The block spins four prizes a Super and Luigi will need a little help getting past Avoid 
Mushroom Fire Flower, Cape Feather and Starman the raining Paragoombas and knock the Amazing 
Jump up and hit the block to release your pnze Flying Hammer Brother off his floating platform. 
which will keep changing until you grab it Hop on the winged blocks and leap for the goal 
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In the bonus araa, hit the block to make a P-Baltoon 
thes sleep butif you wake them up they"lt appear thea transform into Balloon Mario or Luigi 
chase Mario of Luigi down Get rid of the grumpy Float along the left side of the room to get the sec- 
tish by using trreballs or bumping them out of com- ‘ond P-Balioon then drift up to the top where you 
Mission with biocks will find two Dragon Coins and a 1-Up Mushroom 


P77) BEWARE OF The hidden key and key 
> eo 3 e =a Cals io the Donut Seeret Hosse. Get to the 
he sepia ke 


wlich neor the Hlocks 


Press the B Button to pick 
up the ®-Switch thee 
swim right to some blocks 
Activate the P-Switch 
grab the key and swim 
with it to the keyhole 


Guarding the Goalpost ts one last Rip Van Fish 
Swim along the walts—up and right—to avoid wak- 
ing the slumbering fish Swim to the right and try 
floating to the very top of the Goalpost as the tape 
moves to earn 50 Goal Stars 


DONUT SECRET HOUSE 


Pick up a Dragon Coin to 
the left of the crrcling Boo 
Buddies. Run right and 
use the P-Switch then the 
spring to bounce by the 
giant ghost 


Before activating the P- 
Switch, clear the coins 
around the platform 
Three new doors will 
appear when the switch is 
activated so think fast 


SECRET EXI 
To reach it. activate the P-Switch below and hit the center block shove the 
yellow door. Cilmb the vine and enter the door hefore time is ap 


‘The Wig Woe nay teen ety, " 

tum yeur beck on him. After entering 

the sorret ctvsr doer, you'll encounter 
ne huge ghost. Te 
defeat him, pick up 
the ius blecks and 
floss them up at han 
throe times. 
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DONUT SECRET 2 


‘When you hut the first 
block, a chain ot coins 
will start to move You 
can control the chain's 
direction but it will stop it 
It hits something 


Using the Trampoline, 
bounce up and hit the block 
overhead to make a vine 
grow Shimmy up the ving 
fo tind a block containing a 
very usetul Starman 


With your Starman-powered mvulnerability, Spike 
Tops are no match for you Dash through as many 
ot the pointy-shelled beetles as you can betore you 
return to normal It you can make tt to the next 
block to the right, you can geta second Starman 


The hungry plants tound sn the stage all want to 
take a bite out ot Mario and Lungs Time your steps 
to avoid talling prey to the Jumping Piranha Plants 
and Munchers Using a Spin Jump with the Cape 
and bringing Yoshi along are also great strategies 


FF} FLOATING FO COINS 
i . Pee ( Grab the power-up item 
outside the pipe then 
enter and transtorm into 
Balloon Mano or Luigi 
tor some tioating coin- 
collecting tun 


| Bounce atop the oncom- 
f) ing Koopa to knock it out 
ot its shell Kick the shell 
at the line of Spike Tops 

and run after it to earn a 

1-Up Strike! 


A Jump on the tapmost 
‘Winged Koopa Troopa 
and keep hopping to eam 
a1-Up Press Right to 
Clear the gap below as the 
Koopas tall 
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MORTON’S CASTLE 


Prd GOING UP 


is 


The entrance to Morton's Castle is guarded by 
pesky little Thwimps Run past the bouncy littte 
blocks to the escalator Move up toward the door, 
ducking when needed to avoid being smashed by 
the three huge Ball n° Chains along the way 


Three Thwomps guard 
of the next hallway The 
huge stone enemies come 
crashing to the ground sf 
they sense someone so 
pass as they're nsing 


Activate the Midway Gate betore moving on The As the walls side dangerous spikes move across. 
next room's walls shrft so time your movements. the floor Jump from the right to the left using the 
carefully As the first wall on the right slides out, green biock as a resting point between bounds As 
you will have just enough time to slip beneath the you climb up to the door to Morton’s room grab 
Prize Blocks to collect a power-up and some coins the last Dragon Coin 


BOSS BATTLE 
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VANILLA DOME: Tha vasi, ahimmaring landscapes of the Vanilla 


Doma maka up tha largast area Io all af Dinosaur Land. 
i ie Vanilla Doma 1 
VANILLA DOME 1 Gi Rad Swit Place 


Vanilla Ghost Howse 
ES) FOLLOW THAT BLOCH Vanilla Doma 3 


VANILLA DOM 


As you enter Vanilla 
Dome 1, run past the 
approaching Spike Top 
and chase down the ee 2 
Flying Prize Block for a F 


helpful power-up L: van poeess 


Pick up one of the empty 
Koopa shells then drop 
down to the floor As a 
Buzzy Beetle approaches, 
kick the shell and run 
after it to clear the way 


Jump up when you reach 
the end of the small block 
maze Send the Buzzy 
Beetles tlying as you 
bump the blocks trom 
below 


SECRET EXIT: The ving that sprauts whan 
yau hit tha [lock laads to a agcrat key that opans 
Vanilla Sacret 1, Usa althar tha md blocks tha 
Capa or a Doubla Jump with Yoshi ta mach It 


by STAR-SPRINT 


Hit the Prize Block and grab the Starman at the When you reach the end of the path, st will look ike =» Chargin’ Chuck is guarding the Goalpost and punt- 
entrance to the next area The main prece of land is adead end Hit one of the blocks overhead to make —_—ing footballs m your path as you draw near Jump 
sinking and wont wait for you, so make a run for it it spin then jump up on the solid block beside it on Chargin’ Chuck's head ance to make him stop 
Dont stop for anything but the Dragon Com at the Jump to the right to set foot on land again, cfose to «throwing the footballs then use tis head as a boost 
end or you fl sink into the lava below. the Goafpost fo reach the goal 


NINTENDO POWER ADVANCE nintendo.com 


VANILLA DOME 2 


EY] A VIHE TO DRY LAHD 


[meme 2" swemming 2s far as SECRET EXIT: Tho secret key and keyhole 
j you can jump up and hit lead to the Red Switch Patoce. To reach the hey. 
the block above the water you mest lirst tind and activate @ P-Switch to the 


Climb up the vine to a Pre a 
higher area of fand then t Tight. See “P-Switch Magic™ helow tor seal 


continue right 


Carry the P-Switch to a 
block wai! on your left 
Activate the switch, then 
run left and drop down 
into the water past the 
Dragon Gom tor the key 


Past the Midway Gate 1s a wall ot blocks There are 
two ways to clear the obstacle—tither use a Cape 
Spin or allow the nearby Chargin’ Chuck to crash 
through the blocks and create a new path Grab the 
power-up in the Roulette Block to the night 


_ aappronet 


Sway 


plete) SLIPPIN’ AHD 
I = — 


| fe 


The ftoor ot the secret underground area Is very 
slippery As you move forward, jump over the Buzzy 
Beetles and watery gaps Stop for the Prize Block 
Two Chargin Chucks are on the third area of land, but be careful not to slide 


lcd) TEAM CHARGIH’ CHUCK 


‘waiting to tag-team you right into the oncoming Buzzy Beetles 
as you near the Goalpost 
Use their hard heads to 


am 
| bounce over the last 
ee) Eee] Femaining obstacles 
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RED SWITCH PALACE 


KOOPA-CHAIH REACTION 
IF ey ae 


He o els aa 
SLELELELITAL LT be 


To solve the Red Switch Palace puzzle, pick up the P-Switch and 
drop it next to the tar-left block Activate the switch, then jump ante 
the row at blocks that torms Follow the tlashing karmkaze Koopa 
shell all the way to the right before time runs out 


VANILLA GHOST HOUSE 


ate RING AROUND THE BOOS 
1 oe 5 B Within the Circling Boo 
Buddies are a Dragon 
Com and Prize Block 
B Wart for an opening in the 
fing of ghosts then make 
your mave 


THANKS, KOOPA TROOPA 


BR The tlashing Koopa shell 
will knock aver anything 
In its path as it tollows 

you Aun to the far-right 
end ot the room without 
stopping te earn a 1-Up 


SWITCH 
e peers When the timer runs out, 
& the crazy Koopa will 
< become trapped betwaen 
9900000 blocks allowing you sate 
passage to the Red 
Switch room 


WATCH YOUR BACK 


Boo Buddies are shy Inttls 
ghosts, but st you show 
your back to them, you'll 
tind yourself surrounded 
Each step turn to tace the 
Boos to keep them at bay 


The Big Boo and Boo Buddies get alittle close tor 
comtort near the rows ot yellow blocks Drop down 
to the lower-right blocks and pound the third block 
trom the left to tind a vine. Climb the vine to escape 
the Boos and tind a Dragon Coin 


There is onty one exit out 
ot the Haunted House 
Carry the P-Switch to the 
tive coins on Ihe right 
activate the switch and 
enter the silver doar 


BOUNCING BIG BUBBLES 


You cant burst the Big 
Bubbles ot green ghastie 
goo To pass safely use 
ether a Spin Jump ora 
Cape attack 
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VANILLA DOME 3 


Blarga Ives deep within 
the moiten lava of fhe 
Vanilla Dome When you 
see the ftery creature sur- 
face jump out of the way 
of hecome @ snack 


Nesfled in a little cove far 
above fhe lava 1s a 3-Up 
Moon To reach it, pick up 
a Cape Fealher from 
below fly up and right 
then run left 


Mario and Luigi walt stick 
to the skull raft like glue 
There's no need to jump 
unless the ride 1s coming 
to an end or you need fo 
dodge an obstacle 


Boe) SNELL NOP 
ae  Sfomp on fhe Koopa thats 
tacking the shell, then jump 
‘on the shell lo stop it Cut 
the Midway Gate tape and 
toss the shell at the center 
block to free Yost 


As the skull raft passes 
beneath the platform you 
must jump above and fol- 
low it fo the nght Dodge 
the Piranha Plants or give 
Yosh a little snack 


The skull ratt finally 
comes to the end of its 
Irack near the Goalpost 
As the raft reaches the 
edge of the lava-fall. make 
a mighty leap for tt 
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VANILLA DOME 4 


EhF) OODGING BULLET BILLS SPRINGY STEPS 

MGA me oe - Bullet Bills come shooting To reach the Super 
out of nowhere at Mario Mushroom, drop down 
and Luigi in the land using the two spring plat- 


beneath the stars Duck 
beneath or jump on top of 
the bullying bullets 


forms then bounce your 
way back up Watch for 
speeding Bullet Bills! 


Bh FANCY FOOTWORK 


s ‘ . Jump In a counterclock: 
wise motion around the 
block to make a 1-Up 
Mushroom appear Be 
quick to grab st as st 

3 springs off to the nght 


PA TROOPA BOOST 
BO seat It takes a 
to reach 
‘Wait for the Winged 
Koopa Troopa to fly as 
high as the gate then 
doubla-jump off its back 


The hidden coin room is 
best to visit alone 
because Yoshi can t make 
some of the jumps Don't 
lose the skull rafi, or 

you ll be stranded 


As the skull raft floats 
duck or jump the 
obstacles that get in 
your way Grab as many 
coins along the way but 
don't get left behind! 


HASSSSSo 


hE-.-) JUMP FOR THE STARS 
After exiting the lava-filted pe ae i At the Goalpost bounce 
coin area backtrack left ‘on the tip of the spring 
to the row of blocks platform to catch the tape 
Spring to the ledge below, ‘atthe very top Try to 
or glide with the Cape for drop down and get all 50 
a1-Up and coins Goal Stars! 
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POWER-UP PIT STOP 


You have only two chances to grab a power-up ttem 
In Vanilla Secret 1 so dont miss out Just after you 
enter the stage, jump up and right—dodging the 
Winged Koopa Troopas that hover above Leap to 
the left and up to tind three Prize Blocks 


oF} ORAGON COIN OROP 
7 4 


After climbing the two vines cun left and drop 
down into the pit with three spring platforms along 
the lett watt Grab the Dragon Coin at the bottom 
and bounce your way back up 


To reach the two Dragon 
Coins that hang high over- 
head pick up the Trampoline 


HF! and toss it up to the ledge 


below each coin Bounce up 
and grab the coins 


Bounce up the left pas- 
sage lined with spring 
plattorms, then enter the 
pipe on the nght Jockey 
past the Chargin’ Chuck 
and leap for the goal 
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The onty way togo Is up Stand on the green pipe 
and hit tha center yellow block to make the tirst 
vine grow Climb up the vine then drop down onto 
the left tedge Hit the block above to sprout the sec- 
ond vine Up you got 


SPRING ACTION 


Six Winged Koopa Troopas guard a narrow passage 
you must get through to continue on Bounce on 
the spring just below the opening—when the space 
between the Koopas and the gap line up. quickly 
press Up and the B Button to fly through 


SECRET EXIT: The Tep Secret 
goal teads to Star Read end Star 
Woartd 2. To reach the pipe that 
leads to the goel, you will naed to 
heve Cepad Marlo or Lutgt end per 
form some tricky Ilying stants. See 
“Teke Flight” below lor details 


Reaching the pipe that leads to a secret goal takes 
some tricky caped maneuvering Build up speed by 
running along the tlat platform betow and to the 
right ot the pipe, then soar up and left as tar as 
you can go Drop down and enter the pipe to reach 


the Goalpost 


VANILLA SECRET 2 


| Hordes ot Flying Koopa 
Troopas are out to put a 
stop to Mario and Luigi 
They re to match tor 
Yoshis appetite or Fire 
Flower power 


H Have Yoshi spit a shell at 
the green block to reveal 

a Cape Feather Return to 
the beginning of the stage 
to pet a running start and 


H Not only can Yoshi swal- 
low the Flying Koopa 
Troopas, but he can also 
pound down on them— 
4 destroying them with one 
mighty dirto-stomp 


CR 
Pick up the Dragon Coin a 
between the two pipes, 

then run to the Midway 

Gate Two coins and the 
Qate are your reward for 
making st that far 


One of Yoshis favorite 
snacks 1s Lakitu in a pipe 
Chomp Lakitu or stomp 
@ him while avoiding the 
diving Parabombs Jump 
FP] up for a Cape Feather 


Caretulty hit the second block from the leftto reveal WOOT TTT Te em memnenneneencncencescasssssssss 
a P-Switch Activate the switch to make the nearby 

Spinys turn mto valuable silver coms After collect- 

Ing six silver coins yOu will earn an exponetial 

number of 1-Ups for each additional silver coin 


fe) COIR ROURDUP 
ia 2 ee Enter the underground 
coin room and step on 
the P-Switch Run along 
the lower blocks and grab 
as many coms as you can 
before time runs out 


Tackle the Chargin’ Chuck 
tno by hitting the blocks 
below them then stomp- 
ing on their heads While 
you're at it take out the 
Lakitu mn the pipe too 


NINTENDD POWER ADVANCE nintendo.com 


VANILLA SECRET 3 


hiksaeg PLAYFUL P: 


EF-y ] FINNED FLYIN 
- 3 


= q You can reach some plat- 
torms only with the 
Dolphins’ aid The only 
two available Prize Blocks 
are out ot reach for Mano 
and Luigi alone 


Leaping trom the crystal- 
blue waters are some 
helpful new trends—the 
Dolphins Mario and Luigt 
can hop on their backs 
tora dry ride 


Kec.) PASS THE PORCUPUFFER 


Porcupufter is a spikey blowfish with a bad attitude 
It tollows Mario and Luigi trying to take a poke at 
them Leap past Porcuputter on the backs ot the 
Dolphins Spin-Jump it or knock it out ot the water 


re ester a sete! oa. 


with a Cape Spin The Bonus Black will yeld a 1-Up Mushroom if you have collected 
at least 30 coins when you hit it After you actwate the block once, 
the 1-Up Mushroom will never appear again—t will just be a single 
coin block 


The Midway Gate ts inconventently located high 
above the water and out of reach Mario and Luigr 
need the aid ot the Dolphins to reach the gate Hop 
on the back ot one ot your aquatic amigos and let it 
carry you up to break the tape 


£5 GO WITH THE FLOW 
fe ee 


7 a 


As the two Dolphins leap up and down trom ther watery home, use Betore the goal the sky ts tilled weth arrows made of coins If you 
them as steps between the two plaftorms Hop oft the tirst platform remain on the back ot the lead Dolphin, it'll carry you all the way to 
onte the left Dolphin, grab the Dragon Coin then hop onto the right the goal sately Try to grab the last Dragon Coin atong the way It 
Colphin As the nght Oolphin leaps up, jump onto the right platform: you need to jump off, keep an eye out for Porcupufter 
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VANILLA FORTRESS 


poo) SHRINK TO FIT 

is ha nae Me Mario and Luigi need to 
* be small to reach the 

shortcut pipe The spiked 

Passage 1s too small for 

the Super Mario Bros 


145) 
eo Thwomps, Fish Bones 
and a few other skeletal 
enemies line the final pas- 
sage Swim to the upper 
Portion of the room to 
activate the Midway Gate 


‘The spike: lined ceiling makes for a dangerous swim 
to the next area Any spikes with shaded edges will 
fall as Mario or Luig) draws near, so keep an eye 
out and try to avoid them The spikes will drop 
sooner if you press the L Button to scroll ahead 


LOoo7 PREPARE YOURSELF 


=| As you swim right toward 
Sa the end take a moment to 
collect the fifth Dragon 
Coin and one last power- 
up betore you face 
Reznor 


@ | BOSS BATTLE 


REZNOR-GO-ROUND 


‘Approach the Reznors on their rotating pletform. As they sple, jump up end you ksock two or three of the Reznors into the leva, the badge will 
hit tho ledges they stand oe from below to bump them cit into the lava gle to fall away. Quickly jemp to one of the platiorms end itelsh them aft 
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LEMMY’S CASTLE 


To get down trom the 

} upper path wait tora 
Magikoopa to toss a spell 
at one ot the blocks Spin 
Jumps will land Mano 

A) and Luigi in the lava 


Search the overhead 
blocks tor hidden 1-Ups 
and power-ups Dont 
Stand m one place for too 
long, or you Il tind your- 
selt ducking spells 


Carry the P-Switch to the 
ledge right ot the door 
Clear a tew ot the coins 
‘on the right, step on the 

@ switch and enter the door 
to find the Midway Gate 


Where some platforms 
may look sate to stand 
on they could soon drop 
into the lava Press the L 
Button to scroll ahead 
and time your moves 


POP GOES THE LEMMY 


fats at x Lemmy Koopo and bin two Lammy 
+ — joys pop In nnd out nf thnir 


8, tryleg in grab you. Wann 
appear, find thn real Lammy 
jeickly and boonce nn bis head. 


cr7-] LAVA BUBBLE LEAP 
= a SGGn bounce The lava has gotten so 
| | § hot in Lemmy’s Castle 
Lava Bubbles shoot to the 
ceiling Wait tor the Lava 
Bubbles to tall then jump 
over them to pass 


LEMMY'S ROOM fm 


All tive ot the Dragon 
Coins are scattered 

B® throughout the last room 
M Some drop into the tava 
as the blocks shift so 
watch carefully for them 


Dodge the fiying firebal 
the real Lemmy on the 
him. It you croech 
ight pipe, he'll 
pop ap snooer of jatar. 
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TWIN BRIDGES: Cn Brig \d Butter Brid ke up the Twi 
TW N BRIDG ES Bridges. In the clouds ettove Dinasaur Lan, ihe Mero Bros. contro 
re cease ee ; 
CHEESE BRIDGE bute erage 1 


Ds Butter Bridge 2 


‘ a Soda Loke 

é ‘s Star Roed 3 
Buzz Saws run along the 4 ‘ 
same tracks as the plat- G: Ludwig's Castle 
forms you nde through 
the clouds Use the Cape 
Feather to jump up and 
glide out of the path 


Ijedpa CHOOSE YOUR PATH 


cures sz] 


To collect the first two 
Dragon Coins you'll need 
to drop down to the low- 
est track for the first com 
then up to the highest 
path for the second 


Grab the pair of Yoshr's 
Wings to be swept up to 
astarry bonus area 
Practice your Yosht flying 
skills while collecting 
coins and Dragon Coins 


Dodge groups of Bullet 
Bills that come flying at 
you from all directions 
Hop from platform to 
platform to reach the pipe 
on the other side 


the stage As the rope passes right along the track, 
climb up or down to dodge the buzzing Buzz Saws 
and collect coms It is helpful to press the L Button 
SO you can see ahead a short distance 


SECRET 
EXIT: Use Yoshi 
and the Cape to 
Qilde past the main 
Goalpost. The 
aecret goal leeds 
fo Seda Lake 
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COOKIE MOUNTAIN 


hosed SUMO BROTHERS STOMP 

A When the Sumo Brothers 
stomp lightning strikes 
the ground below, igniting 
a fiery blaze KO the giant 
Koopa by hitting the 
blocks below him 


Pick up the Koopa shell 

and carry it to the top of 
the ledge to the right As 
the Monty Moles pop up 
drop-kick the shell to the 
J right to send them flying 


Hit the third block from 
the left to sprout a vine 
Climb the vine to find a 
Oragon Coin to the right 
and a 1-Up Mushroom on 
the ledge to the left 


The bonus coin area is After exiting the bonus 
patrolled by two prickly ' COIN area, JUMP onto the 
Porcuputfers Use a Spin Ll cloud path Runat full 
dump to get past the fish, speed along the clouds to 
or bring Yoshi to hop reach a 1-Up Mushroom: 
safely upon their backs near the end 


163] GERRY DELICIOUS, 

LC BA Take out the lower Sumo 
Brother first If Yoshi gets 
hit catch fim as he suns 
by Hop back up and take 
out the second Sumo 


When Yoshi eats two Pink 
Berries an egg will 
appear and hatch a little 
cloud The cloud follows 
you and tosses coins Get 
all the coins for a 1-Up 
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BUTTER BRIDGE 1 


| When Marto or Luigi 
Steps on any of the Piston 
Lifts the platforms begin 
to sink Jump continually 
to keep the lift from drop- 
ping too low 


The floating gray platforms 
between Piston Lifts can 

q Sustain only a few steps 
betore falling into abliv- 
ton Keep moving or you'll 
falt with them 


Sometimes the only way 
to reach the next platform 
q 1s to get some help from 
a nearby Flyiig Koopa 
=a Troopa Bounce oft its 
>=] shel! for a mighty boost 


Bounce oft the shells of 
the line of Fiying Koopa 
Troopas Not onty will you 
Clear the air of the med- 
dlesome turtles, but you'll 
also receive a 1-Up 


eed GOING UP 
Stand on the right Piston & 
Lift as it sinks down with 
‘the scrotting screen 
Remain on the lift until 
you can see the two lifts 
far below to the nght 


The screen slowly scrolls 
up through the tour rows 
of blocks Quickly grab 
the power-up in the first 
Tow and move up until 
you reach the top 


Jump and bounce otf the 
back of a passing Flying 
Koopa Treopa to cross 
the gaping chasm 
between the last two 
Piston Lifts 


Use the group of fiying 
Koopa Troopas as midaw 
steps Jump down and 
nght across their shells to 
reach the pipe leading to 
&] the Goalpost 
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BUTTER BRIDGE 2 emt 


When you sce a Super 
Koopa with a lashing 
cape jump on it to make 
it drop a Cape Feather 
Flying through the stage 
A makes ita breeze 


The Super Koopas that 
zip through the skies are 
a real nuisance To avoid 
most ot them, soar up to 
the cloud path then take 
flight again trom there 


£72] MAKE A RUN FOR IT! 
The Dragon Coin tloating ae a] 
tar above Mario and Lug 
18 Nearly out ot reach 
dump up and use a pass- 
1g Super Koopa tora 
needed boost 


arent caretul When the Koopas kick their shells 
down at Mario and Luigi, dash toward them to 
avoid a shell to the noggin Press the L Button to 
scroll torward and make the Koopas attack earlier 


¢ E a While riding the moving 
platform along its track, 
jump up on the logs to 
.] grab a Dragon Coin Be 
quick oF your ride will 
leave you hanging! 


H 
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H 
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H 
H 
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I 
{ 
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force—all trying to thwart Mario and Luigi's quest 
Scroll ahead and watch ther tormations carfully to 
decided whether to duck and cover or make a leap 
for it 


bre] SNARING SPACE 


Each ot the log platforms. 
has a shell-less Koopa 
Quarding it As you hop 
from ledge to tedge, 
stomp the Koopas off 
their perches 


Hop on the backs of the 
Super Koopas as you 
approach the goal It 
fakes precise timing, but 
with their help, you can 
collect more Goal Stars 
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SODA LAKE 


eT 3) TORPEOO TED TR 
2 Ut a a Deep within the waters ot 
Soda Lake lies a tormida- 
ble tee—Torpedo Ted 
When his hand drops out 
of hiding, a fast torpedo 
will tollow so watch out! 


When you approach a 
group of Tomedo Teds, 
wait until their tirst bar- 
sage ot torpedoes passes 
thea dive and swim past 
to safer waters 


Swimming sately past 
three Torpedo Teds is a 
tricky task Swim against 
the wali unte a torpedo is 
released then quickly 
drop down and swim by 


Stand on the tar-teft 
Torpedo Ted until the 
ones above release their 
missiles, then swim tor- 
ward and speed through 
@ the two on the right 


DRPEDD TANGO 
: Feel 


H Swim right against the 
wall with another Torpedo 
Ted unt! a torpedo is 
released Drop down and 
A quickly swim past betore 
another missile tolows 


(a0 NINTENDO POWER ADVANCE 


Prize Blocks and coins are 
all surrounded by rows of 
Sma Torpedo Teds and passing 
@ Cheep Cheeps Grab the 
power-ups quickly betore 
you're detected! 


bt) DRAGDN COIN DROP 


Swim up to the left wall 
of Torpedo Ted's hideout 
When a torpedo Is 
released quickly drop 
down and grab it betore 


y. i] 


Drop down to the ledge 
below the three Torpedo 
Teds. Walk safely along 
the lake-bottom past the 
| oncoming tospedoes then 
dash up to the exit pipe 
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LUDWIG’S CASTLE 


ze 3-UP_ ROOM) 


poo) MDRE THAN MEETS THE EYE 190 WATCH YOUR HEAD! 


Th ing past the last 
two Ball 1 Ghains has a 
false block in tt Leap up 
through the space and 
tollow the wail up and 
fight to a secret area 


The sptke-lined ceiling will 
begin to tall as soon as 
you enter the room Jump 
caretully over lava pits 
and Lava Bubbles or you | 
be in for a challenge: 


Dash to the ON 
switch and 


spikes are just about to 

touch you As the spikes 
nse, sprint left to the 

door Dont dawadle! 


After escaping the horri- 
ble way ot spiki ake 
a little jaunt right to tind 
the Midway Gate Power 
up and save your 
Progress while you can 


Keep an eye out fo! 
Koopa Troopas and wate 
tor spikes below 


BOSS BATTLE 
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FOREST OF ILLUSION: A lorest shrauded tery, Gull of 
FOREST OF L US ON strange new creatures and ets Maria, alot ond’ Yoshi. 


Fares! of Illoaian 1 


FOREST OF ILLUSION 1 Bigeer i Ste Pale 
ei ‘ Forest Ghost tous 
Forest of Illusion 4 


Along the forest floor @ 6 Gi: Forest Secrel Area 
creep harmless-looking = ~ Forest Fortress 
Wigglers Don f be tooled z \ 7 Star Road 4 

If you jump on them * tn sé Roy's Castle 


they Il get boiling-mad 
and chase you around 


The forest 1s full of 

] Wiggles Koopas, 
Goombas and juicy 
berries for Yoshi to snack 
‘on Hop on Yoshis back 
and chow down! 


Hit the yellow block to 
release a 1-Up Mushroom 
then leap up and hit the 
dump Blocks to make the 
mushroom bounce up 
and out 


Watch the spaces 
between the trees to 
avoid wriggling Wigglers 
headed your way A 
Dragon Coin is also td- 
den within fhe frees 


pit YOU'VE GOT OPTIONS 
res “9 Jump up and nif the Drop off the branch ledge 
. Roulette Prize Btock fo and hif the Prize Block 
We When fhe P-Battoon 
appears franstorm ifo 
Balloon Mario or Luigi 
and float left to find a key 


Telease the power-up 
When the item switches 
to what you want leap up 
and grab your pnze 


SECRET 
ect 

'y an ole S in Knock the Amazing flying 
load to Ihe Forest ¢ . 4 i] Hammer Brother off tus 
Ghost House. Use ye winged platform to qet 
the P-Ballocn to ; | past the huge wall block- 
Ing the Goalpost Watch 
out for the Wiggler below 
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ae 


FOREST OF ILLUSION 2 pps 


Cheap Cheeps patrol the 
water in straight lines 
‘Swim up or duck when 
they approach, or use 
Yoshi or the Cape Spin to 
pass finny foes 


you'll 


Swim left of fhe Prize 
Block to a secret passage 
that leads to a key and 
keyhole Carry the key 
into the keyhole to open 
the Blue Switch Palace 


BLUE SWITCH PALACE 


P-SWITCH OIFFEREHCE 


So We HS 
Aa a Pn 
JOLNUCESUEOSuot 


7 ‘ 4 
PaaS 4 DoH ee 


Ke 


Both P-Switches that appear as you enter the Blue Switch Palace 
have a purpose The blue P-Switch turns blocks into coins, and 

coins into blocks The silver P-Switch turns the Spinys into silver 
coins Clear a few of the golden coins before using either switch 


Hit the third invisible 
‘block from the left to 
make a 1-Up Mushroom 
appear Wait for the 
mushroom fo drop or 


Urchins move jazily along 
a single path—either up 
and down of left and 
right Knock them out 
with a Grab Block or 
swim by carefully 


E7- oJ URCHIN PERCH 


} ee 
Urchins float slowly around the blocks or up and 
down a passage as you carefully swim by Press the 
L Button and the direchon you wish to see to watch 
their patterns Yoshi 1s also very useful in getting 
past the spikey creatures 


I be out of luck! 


You #1 be awarded points 
for each creafure on- 
screen when you cuf the 
Goalpost tape If you 
score enough painfs, 

you ll sfart earning 1-Ups! 


After using the blue P- 
Switch, activate the siiver 
P-Switch te tum the 
Spinys into silver coins. 
Cottect all the coms to 
eam some 1-Ups 


Run righf and enter fhe 
pipe to find the Blue 
Swifch Room Activate the 
Blue Switch to replace any 
fe outlines of blue blocks 
C2222 2IDAPDAIeA sith solid blue blacks 
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FOREST OF ILLUSION 3 


BELE TROUBLE 
i are]  Caretree Goombas in 
bubbles and Bubbte Gob- 
ombs float through the 
sylvan air When their 
bubbles hit anything, 
they'll burst so look out! 


Hit the Prize Slack to 
hatch a Yoshis Egg Hop 
‘on your tavonte dinosaur 
pal and use his lethal 
tongue to wrangle up all 
the baddies in your way 


F-4( +) MIDAIR TREASURE 

iS > Below the two yellow 
pipes Is a bottomless gap 
Hop from the teft pipe to 
the right pype. being sure 
to grab the Dragon Coin 
in midair 


dump up and hit the block 
with the Trampoline on 
top of it Pick up the 
Trampoline and drop st 
near the pipe to the right 
Spring up over the pipe 


SECRET EXIT: The secret 
caver holds a key and key 
hele, which feed directly to the 
front door of Roy's Cestte. The 
key Js eurrounded by tlocks. 

s¢ you must at ieast ba Super 


Mario or Luigi to get to it 


Att of the Prize Blocks contain golden coin treasure Jump up and hit 
the blocks you can reach while dodging the bubble-encased ene- 

es that float overhead Grab nearby Goombas and toss them up to 
tut blocks that are out of reach 


NINTENDO POWER ADVANCE 


Three burly Chargin Chucks block your route to the Goalpost When 
they try to stampede you into a pulp, jump over their heads or toss 
a Goomba in their faces Lise the yellow blacks above you to jump 
ght to the Secret Exit and Goalpost 
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FOREST GHOST HOUSE } 


Lining the cold dark corridors of the Forest Ghost 
House are Boo Buddies Big Boos and Eeries To 

k he shy Boos at bay turn and face them Ifa 
locking your path tura your back on it until 
ved, then face it again and run past { 


veapeeasrete err any 


ae 500 BUODY, Swany 


High in the rafters ot the 
haunted house, Eertes floa 
along a set path weaving 
dangerously low Grab the 
power-ups and duck or 
jump as they pass 


By Hit the Flying Prize Block 
when it dips low in the 
air The Boo Buddies 
above you will dive down 
when you jum| to col- 
lect the Fire Flow 


at 


yellow block holds a 4-Up Mushroom but only regular Mario 
and Luigt can squeeze into such a tight space If you are Super 
Mario or Luigi jump up into the Boo Buddies who will help you { 
shrink down to size 


Pick up the P-Switch and carry it all the way to the right corner ot 
the room Watch out for Boo Buddies overhead as they try to dive- 
bom you Activate the switch and enter the silver door to appear on 
the roof of the Forest Ghost House 


218 |) Out OF HERE! 


Run left along the roof of 
the haunted house to the 
first yallow door Enter the 
door and cut the Goalpost 
tape fo open the path to 
Forest of Illusion 4 


Pass the first yellow doo 
and run a little farther left 
to fing a secret door 
Enter the door to find a 3- 
Up Moon and Ihe exit to 
Forest of IMfuston 1 
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FOREST OF ILLUSION 4 


A Fishing Lakltu will try to 
lure you with a 1-Up 
Mushroom Jump up and 
grab the prize, then quick- 
ly toss a shell up at the 
unsuspecting Lakitu 


if you're not careful 


When the Lakitu comes to 
pester you, toss a Koopa 
shell up at et to knock it 
off its lofty roost Hop 
into the Lakitu's cloud tor 
a joyride 


The Grab Blocks are free 
weapons to throw at the 
Lakitu When you pick 
one up, tll flash Toss the 
block up at the Lakitu 
before it disappears. 


NINTENDO POWER ADVANCE 


Take out the two Lakitus 
In pipes first. then stomp 
i] on the Lakitu in the cloud 
The Spiny Egg tossing 
can really get out of hand 


Lakitus arent very 
brave—sometimes they 
even tude in pipes Dash 
up and stomp the Lakitu 
in the pipe, ar endure its 
barrage of Spiny Eggs 


SECRET EXIT: The 
midalr pipe leads lo @ secret 
cavem that holds a key and 
keyhole. Te reach the 

steal @ Lekitu’s cloud end float 
up. Use the key to unlock @ 
peth to the Forest Secret Area 


PIPE 


When you hop onte the green pipe, it'll magically rise up giving you 
a boost to reach the Dragon Coin and gold coins above While high 
up wn the air keep an eye out for low-flying Lakitus 


PATHS MEET 

7 When you cut the 
Goalpost tape, you'll cre- 
ate a new shortcut path 
which will make traveling 
through tha Forest of 
illusion easier 
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FOREST SECRET AREA 


F>-y JGOLOEN HORIZONS 


Take a ride on the Flying Platforms for a trip filled with coms, power- 
ups and Flying Koopa Troopas Jump up to reach some of the 
midair treasure but watch your step! tf you have a Biue Yosh or a 
Cape Feather you can fly through the area at your own pace 


Fx 1+) JUMP FOR IT! 
me) TT ca 


Flying Platform to get a Dragon Coin Keep a watchful eye out for 
the Flying Koopa Troopa formations that hover i the air 


=F] BLUE BLOCKAGE 
, ae eee The Prize Block above the 
blue blocks contains a 1- 
Up Mushroom You've got 
to be quick to pick up the 
‘shroom then hop back 
‘onto the Flying Platform 
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Ff-<-] CARELESS FLYING 
me ——— 


The Flying Platforms fiit and flutter about at their own pace—some- 
fimes right into a Flying Koopa Troopa Press the L Button to look 
ahead, and duck or jump to avoid an unpleasant midarr collision 


Ff] A CHANGE OF SCENERY 
7 oT Tw 5 7 
@ 


Since there are two Flying Platforms at your dispos- 
al, if you don’t like the path one ss taking. jump 
onto the other Switching Flying Platforms can be 
Wicky, but it’s the best way to explore the area fully 


P= SU HIGH-RISE HOP 


As the two Flying Platforms cross each other, hop onto the one that 
Is rising up to reach the Dragon Coin high above Jump carefully— 
it's a long way down! 


EA HAPPY EHOING 
a ey 4 " lf you approach fhe 
Goalpost with bofh Flying 
Ptattorms and a tew 
y Koopas on fhe screen, 
you'll earn a few 1-Ups 


tor your pafience 


FOREST FORTRESS 


Cid AHEAO OF THE PACK 


Tm on 


Fs YY QUICK REFLEXES 
il : Da POR) Jump quickly to the left 
as soon as you enter the 
Forest Fortress to ptck up 
the first Dragon Coin If 
you hesitate, the chance 
will pass you by 


The ceiling columns and 
Grinders threaten to 
squash and mince Mario 
and Luigi Stay as tar 
right as you can, ducking 
of jumping when needed 


F-=-<-] SPRINT TO SAFETY 

iia as pias ee seeeer) Sprint across the yellow, r EY eal Rampant Grinders fly at 
green and blue blocks { Mano and Luigi through- 
avoiding the Grinders. i out the fortress Run past 
‘Once you re past the blue © t ‘or jump aver the blades 
blocks you'll be safe from to the Midway Gate 


Lava Bubbles tly up while 
| Grinders spin madly 

A across the tloor The 
Satest path through the 
mayhem §s across the 
upper blocks 


CU 239 CCC 


Oe rp bh be dh oe ee et eh ee ee ee ee ee eh ee ee ee ee ee 8 


@ | Boss BATTLE 


=: REZNOR, ROUNO 2! 
Take the upper path past — 


h the red door to Reznors A ave tg Reznors eree't very bright—Merio 
room to lind a secret area eed Luigi felled them back ie the 
Pa With a Cape Feather, soar be Venille Fortress aed they havee't 
@ across the lake of Java to cheeged one bit! As the Reznors 
nine 1-Up Mushrooms . ®j sple eroued, spiitieg fire, Jump 
below their plaitorms aed knock 
them into the lava below. When 
the bridge begins to falt away, leap 
ento ¢ plesform eed fieish them! 
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ROY’S CASTLE 


j240 0) HOD Ce | a 


ERE ee >_> 


w y mm 
a: PE bt eb be etna 


platform you need to ri 
hall of spikes really ha: d of its owa 
1@ blocks move right thay tor no or 
nd Luigi Stay near the tront bloc! 
cham Try to learn the pattern 


over a pit ot 

id Flying Lava Bubbies shoot 
dangerously close el yeu 
as you nde the m 
M blocks Resist the urge to 
Jump—duck or move out 
ot the way 


y gee |) bee 

Hl 

t Remain on the moving blocks as you pass through 

- the corridor lined with spikes Spikes with shaded 
edges will tall trom the ceiling, so use the L Button 
to scroll ahead It a sprke talls near you run to the 
other end of the moving blocks instead of jumping 


Ex +) MOLTEN MUSHROOM ROY’S ROOMES 
6a=(- = 


FF. 7 SHRINK ANO GROW 
ee 


Jump across the last lava 
pit by hopping trom one 
Stretch block to the next 
Dodge the Lava Bubbles 
and ttreballs trom the 
Gray Bowser Statue 


past the Gray Bowser Statue rest: 

itch, the statue 

a . Up Mushroom will drop down Grab the mushroom 
it will scoot off into the tava on the right 


Roy Koopa thinks he's a cool 

tat—danning hia aunglassaa and 

stomping around tha Forest ol 

iNiusion as fa pleases. Just the 

hie brothar, Moria, Rey climbs 

tha walle aud calling of hia room 

beving He ce down ot ia and 

jig!. Ray has @ sew trich, 

‘When you anter Roy's Room, dash and jump on his head ance or 

a twice before he can scale tha walla. Each time Ray makes it fo the 
calling, the walis cloea la. Wheu he falla, dash out of the way thes 
stomp on hia head. Threa stampa will knock out the Koapaiing. 
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CHOCOLATE ISLAND: 


CHOCOLATE 
; Checolete Islant t 


B: Chocolate Ghost House 

CHOCOLATE ISLAND 1 Cs Chocolate Istand 2 

Dz Chocolota Secret 

E: Chocolata tsiand 3 

F: Chocolate Fortress 
When you jump on the , Or ®rdo G: Chocolate island 4 
tromping Dino Rhinas, 2 h Lo Chocolate jaland 5 
they turn into tire-spewing Ts Weady's Castle 
Mini-Dinos Jump twice | 
or Spin-dump to knock 
them out for good 


Jump up and hit the 
Flying Prize Block but 
watch out for the roaming 
Mint-Dinos If they stop, 
they'll spew a huge torch 
of flame in any direction 


Drop down inte ine yel- 
low pipe to be shot out of 
the green pipe like a 
human cannonball When 
you land, you'll be near 
the Midway Gate 


Jump up on the Trampobtne 
io reach the Midway Gate 
Press Right m midjump to 
make it to the other side of 
the huge gap safely 


Leap onto the P-Switch to transform the row of 
coins above the Munchers into blocks When the P- 
‘Switch 1s activated, a Chargin’ Chuck will drop 
down and rush at you. Before time runs out jump 
‘on his head and dash nght to the stanted platforms 


Drop down the pipe to 
enter a bonus coin area 


After exiting the bonus 
con area Mario or Luigi 


e a Patrolling the waters below will shoot out of the green 
oe are two Porcupuffers Hop . fA | pipe toward the Goalpost 
‘on the Dofphins backs for See Ss ae Use the Trampoline to 


ey a lift Cam extra Goal Stars 
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CHOCOLATE GHOST HOUSE 


The floors in the Chocolate Ghost House are riddled 
with trap holes that change position quickly on their 
‘own Press the L Button and watch the pattern of 
the moving gaps Time your jumps then dash nght 
before they come back to swallow you up! 


F-1-+-] EERIES ON PARADE F-7-7-) THE ANGLER APPARITION 


SIM Abe UxTs adkie “38 Ty — 
| eal 


Various formations of Eeries swoop and glide through the halls of Jump to the upper plattorm to avoid the groups of Eeries more easi- 
the Chocolate Ghost House Well-timed leaps and ducks are needed ly but watch your head A Fishing Boo dangling a blue flame will dip 
to get past the foes without falling into the sliding holes in the floor and try to snag Mano or Luigi as he passes Jump over the group of 
You can also Spin-Jump over the Eeries to bounce by safely five Eenes that flies by, but avoid taking the bait! 


Dodging the Fishing Boo and Eeres Jeap to the ledge below the The doorway to the next area 1s tricky to enter A hole tn the floor 
Prize Block to collect a very useful power-up and a Dragon Coin shides back and forth beneath the door Jump as the gap passes, 
There are only three chances to power up in the ghost house so avoiding the pesky Fishing Boos, and enter the door when the floor 
dont miss your chanee at this one! becomes solid 


Ft {B00 BUOOY BLOCK PARTY 
a on ee BE) Boo Buddy Stocks turn 

6 into ghosts when your 
back is turned but 
become blocks if you face 
them Guide the Boos 
befow the Dragon Coin 


F-*-7-) BENEFICIAL BOOS 


Gunde the Boo Buddy 
Blocks so that they are 

| posttioned below the exit 
door Tur to face them 
So they become blacks 
and climb on up 
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CHOCOLATE ISLAND 2 Erape) SHAPING THE FUTURE 


Jump up below and to the right of the Prize Block 
to make an invisible block appear Stand on the 
block then jump and tit the Prize Block tor up to 10 
coins The next areas you enter are directly affectad 
by how many coins you get so plan caretully 


You will hava only one 
chance to recruit your 
dino-pal, Yostu, so grab 
him while you can Yoshi's 
endless appetite is a huge 
help ahead 


As you dash over the 
slanted ladgas, usa the 
Flying Koopa Troopas for 
an extra boost Watch 
your leaping—they may 
bite back! 


Yoshi can effortlessly 

tlatten the meandenng 

Rexes with one mighty 

stomp Affer passing the 

& Rexes, jump leff onto 
py the Trampoline 


YOULL ENTER AREA 26 IF YOU 
COLLECT 9 TO 20 COINS IN AREA 1 
FF) FLYIHG FAST DIVE 
a, - ‘ Grab the Cape Feather 
- "| then take to the skies If 
Coin, you Il need to pull 


off a tricky Fast Dive on 
the center piafform 


YOU'LL ENTER AREA 2C IF YOU COLLECT 21 COINS OR MOR 
AREA 4. You'li need ¢ Fire Flower from ¢ previous erea to collect enough colns 
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AREA 3A 


E--%.] BASEBALL BARRAGE 
TUS Ge SE] Chargin' Chucks are contused— 
they toss baseballs but wear 
football attire If you ve activated 
all four Switch Palaces take the 
e upper path ol colored blocks to 
avoid the oddball enemies 


SECRET EXIT: The key and keyhole in Area 3A lead to 


the Chocolate Secret Area and @ shoricut to Wendy Koapa’s 
YOU'LL EHTER AREA 3A IF YOU COMPLETE 
AREA 2 WITH 250 TO 300 THE TIMER. Castle. Pick up the key and carry It right to the keyhole. 


You cen save time by collectieg eo coins le Aree 1 


Its tempting to stomp dowa on the lumbering Dino Rhinos but tt 1s 
also benefrcial to leap over them to avoid masses of Mint-Dinos If 

YOU'LL EHTER AREA 385 IF YOU COMPLETE you cant resist be sure to jump on the Dino Rhinos twice or use a 
AREA 2 WITH 235 TO 249 OH THE TIMER. Spin Jump for crowd contro! Grab the Dragon Coin while you're at 


lt eal (nal | 


Area 3C ts right out of Maro and Litigis dreams to be sure With 
YOU'LL EHTER AREA 3 YOU COMPLETE fo enemies in sight and masses of Super Mushrooms floating in 
AREA 2 WITH 234 OR LESS OH THE TIMER bubbies you can breeze on through to the Goalpost The last 


Dragon Com ts up for grabs too 


ty q AEX PYRAMIO 
- ~ 


Leap onto the Trampoline and press Right to land on the pyramid- 
shaped hill crawling with Rexes Jump up to the very top ledge and 
stomp on the Rexes in your way before rushing right to the goal 


Ft J F-SWITCH P: 


Jump on the P-Switch to turn the rows of coins into a bridge over 
een Geer ee tee ory ABA the Chargin’ Chucks and colored blocks below Run along in elevat- 


ed safety before the timer runs out to reach the Goalpost 
SE SAO ee ee! 


SUPER MARIO WORLD: SUPER MARIO ADVANCE 2 cs 


CHOCOLATE SECRET 


Btargg lies patiently in wait tor an unsuspecting The Chargin’ Chucks onslaught of bouncing foot- 
passerby to jump on the Trampoline Watch for balls can be a real headache Jump once on a Buzzy 
1'9QS telltale eyes to pop up out of the lava, then. Beetle pick up the hard-shelled projectile and toss 
time your sump onto the Trampoline so you dont itup at Chargin’ Chuck to take him out of the game 


get chomped by the molten menace 


The bonus area holds a lone Dragon Coin guarded The sloped cavern fedges are perfect for sliding 
by a Flying Hammer Brother Leap right along the into the lines of creeping Buzzy Beetles Either kick 
falling platforms while dodging hammers from the first Buzzy Beetle and quickly follow its path of 


bove to grab the Dragon Goin Move quickly—the downward destruction for a 1-Up, or press Down 
rms will fall as soon as you step on them. and slide into the beettes yourself 


Fy] SLIOING LEAP 
aa hy oe The only thing fiverruRt: 
ing Mario and Luig'’ 
Ing fun 1s asm; 
Munchers along the 
fourth slope down Be 
ready to jump over them 
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274 SPIKED TOP TANT, 


As soon as you jump 
‘onto the yellow platform, 
it'll begin to sink into the 
Java Quickly leap to the 
right, but watch out foi 
the wandering Spike Top 


F-¥ 2-] DODGING DANGER 


as esareds 


Spike Tops stop tor nothing and no one As they carelessly climb 
their way over the floor and walls cautiously jump over their pointy 
Shells and drop down to pick up a Dragon Gain 


‘Deep within the molten caverns ot Chocolate Secret 
live Spike Tops As the heavily armored beetles 
crawl along every inch ot terrain jump over them to 
avoid a pointed controntation You can use Yoshi a 
‘Spin Jump or a Gape Spin to dispose of them 


The yellow platforms are connected beneath the molten surface 
When you step on one they'll all begin to sink perilously into the 
lava below-—taking you with them it you aren't caretul From the 
lef ‘onto the second or third yellow platform to save time 


Fy Z-J NO REST FOR A NERO 


dust as you dive to satety trom the pit ot lava, a crew ot Chargin 
Ghucks will charge your way While avoiding the Chargin’ Chucks 


grab the helptul power-up and dash to the right It you have the 
Cape Feather the Cape Spin will easily knock the jocks out 


The Chargin’ Chucks rush 
at you trom all directions 
as you run up and down 

the caverns tills Quickly 


stampeding 


Jump to avoid their crazed 


Similar to the sinking land 
you encountered earlier 
the slanted platforms 
require Mario and Luigi to 
dash and use small quick 
Jumps to reach the goal 
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CHOCOLATE ISLAND 3 


Rabat deka 


The rotating platforms. 
swing in a set pattern 
trom a stationary posi- 
tion Jump onto the plat- 
forms and tet them circle 
q around, then jump otf 


Jump onto each of the 
rotating platforms, timing 
HY your leaps to the next 
one If you have Yoshi, he 
4 can swallow a blue Koopa 
E] Troopa to sprout wings 


Jump from the {itf to the 
swinging platform As the 
platform rotates ina 
swooping circle move 
around to collect coins 
Leap night to the exit pipe 


Fuzzies crawl around the 
center blocks of some 
rotating platforms Super 
Mario or Luigi will need 
to duck as the platform 
circles down below him 


SECRET EXIT: fo reach 
The only things between you and a dive into nothingness are rotating the Secret Exit that leads ta the 
platforms, so time your jumps well Throughout the area with the six Chaocotate Fortress. either use 
fotating platiorms are Fuzzies and Koopa Troopas Duck below the a Cape Feather and soar under 
Fuzzies and watch the pattern of the Flying Koopa Troopas neath the main Goatpost or 
teed Yoshi e blue Koopa Troope 
and fly te i 
$a. 
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CHOCOLATE FORTRESS 


woes Ce oe tou 


#| Stomp on the Dry Bones 
patrolling the area below 
the Prize Block Grab the 
power-up betore the bony 
Koopa gathers itself and 
dodge the tlying fireballs 


Needle-sharp spikes 
Move up and down in the 
tirst hallway Time your 

M jumps over or between 
them te avoid being 

J skewered 


Mm Dodge whizzing fireballs 
Wie) and stomp on the Dry 
Pie] Bones as you dash across 

By] the blue blocks Leap over 
i 1} gj] the spikes as they begin 
Bete to drop back down 


PUG PE Uk UU Ue oe oe ee 
ie 


Bee 


ee ie oe 


The smaller, bouncing ee meee SST Ee eeteet) Stand to the left of the 
Thwimps jump in a set < Thwomp or jump toward 
pattern along the floor it to make it crash down 
near theThwomps Watch ‘Quickly jump past as the 
how they move and duck Thwomp rises back up to 
as they tly overhead the carling 


— cc 
euenunuaus ‘ea onus uses eeu 


Et y] DUNGEON ORAGON cons 


“no differant ram your previous 
encounters with them, As the tire- 
breathing dines apin around, 
knock sach off its platform with a 


If you managed to pick up the four Dragon Coins earlier in the 
Chocolate Fortress, you won't want to skip the last one Jump 
toward the Thwomp to fake it out, then back down to the left As the 
Thwomp talls, quickly jump over it to snag the last Dragon Coin 


hop up onte a free 
finioh att the remaining Rezners. 
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F -] BLUE BLOCK BOOST 
ate - 


CHOCOLATE ISLAND 4 


Ft 7-4 A NEW ANGLE 


b <* 


The rigid slopes and peaks w Chocolate Island 4 make for some 
slippery fur Slide down from the entrance then run up the peak 
and leap onto the diagonal! platform Bottomless or bubbling pools 
of chacolate are below the diagonal platforms so watch your step! 


If you dont tima your jumps carefully you II fall to a chocolate- 
covered demise Ride the diagonal platforms until they stop then 
jump to the next one Hop from platform to platform until you've 
crossed the bubbling pit of chocolate safely 


From the second diagonat platform that slants down and to the 
right jump onto the farthest diagonal platform on the nght When 
the diagonal platform draws near to the falling gray litf hop quickly 
onto the iif Jump onto the slope to the right befora the litf falls 


Hf you activated the Blue 
Switch Palace the blue 
blocks will give you a nice 
platform to reach the 

Ae trea 1-Up Mushrooms 
ely and the Midway Gate 


NINTENDO POWER ADVANCE 


Foy] P-SWITCH SECRETS 


Hit the third yellow block 
down to find a P-Switch 
Activate the switch then 
go down the slopes on 

[| the letf to find a Dragon 
Coin and bonus area pipe 


,; 


nintendo.com 


| f.. coteos 


Enter the bonus area with a Cape to reap the most rewards Fall 
down and hit the P-Switch, then quickly drop down against the lett 
wall as far as you can betore the timer runs out Itis possible to 
make if all the way to the bottom #f you're quick 


Ff: J AT THE BOTTOM OF IT ALL 


os iy 
: pee 


All pipes in the chasm Jead to the same area, but dont enter quite 
yet! With the Cape, fly up to the very first row ot blocks from the 
bottom Run right to the pipe and gather the three 1-Up Mushrooms 
just waiting to be tound 


FT) 1-UP MUSHROOM JACKPOT 


* a 


gap that was created earlier Stop ott at the fifth row ot blocks from 
the bottom to tind a row ot tive 1-Up Mushrooms Many of the other 
passages before the pipes contain other goodies so explore! 


The last passage you Il want to visit 1s the one seventh trom the bot- 
tom Using the same tactics to reach the area as before enter the 
passage betore the pipe to collect one last 1-Up Mushroom and a 
Starman Enter the pipe to the next area as Invincible Mano or Luigi 
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CHOCOLATE ISLAND 5 


Y Activate the P-Switch to 
change the blocks into 
coins After you stomp 
‘the switch, go down the 
yellow pipe for a bonus 
1-Up Room 


E:T oy-4 SPINY SKACKS 
IT i a 


When the P-Switch is activated the Spinys are 
released from their block cells Lise Yoshi to swal- 
low up the pnckly little pests Run right while atop 
Yoshi before the timer runs out to collect the 
Oragon Coin enclosed in a ring of cons 


Fish in Bubbles float pre- 
cariously as you pass 
over the water pits Pop 
their bubbles to make the 
‘tish helpless, then stomp, 
chomp or fry them 


STEPS 
- 


oF TOT Wie ont Leap right from the pipe Paragoombas and Parabombs are !aunching an all-out air raid on 
‘onto the first Stretch the unsuspecting Mario and Luigi Grab the cons and Dragon Coin 
Block—move quickly to as you pass through the two shallow pools of waler but look out for 
the center block Time the parachute-clad visitors dropping irom the skies 


your Jumps across the 
chasm to the nght 


epee CHARGIK’ CHUCK BLOCKADE 


j 


Chargtn’ Chuck thinks he 
‘owns the last pipe betore 
the Goalpost Show the 
hardhead whos boss with 
a good stomp for a boost 
and a Dragon Coin 


If you time things nght 
you can jump on the 
heads ot the three 
Chargin Chucks before 
the goal for a high boost 
and more Goal Stars 
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WENDY’S CASTLE 


As the Grinders pass 
along on their straight 
track, duck in the lowered 
area of the floor then 
move night to the opening 
ay 


When the spike above the 
Trampolines begins to 

ack up ta the cedt- 
quickly spring up and 
right to the ledge using 
the right Trampoline 


= 2 = 
ie... Sane 


Seroll ahead with the L 
Button to watch the pattern 
of the spikes and Grinders 
As the spikes rise dodge 
the Grinders and run toa 
between the spikes 


Leap onto the platform 
that the Li'l Sparky 
circles Quickly grab the 
power-up in the yellow 
block and jump right to 
the moving platform 


Press the Button to scro 
right and watch the pattern 
‘of the shifting platforms 
Spin-Jump on the Lil 
Sparky and Hothead when 
you re on their platforms 


‘Whee Wi edt Gest ta meracee 
Quickly d the teal pent stomp oe 
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VALLEY OF BOWSER 


SUNKEN GHOST SHIP 


sn Ghost Ship If you see one headed your way quickly 
n up to dodge the barreling bullet Hit the yellow Prize Block 
ove the firsf Bullef Bill cannon for a power-up 


The gathering ot Boo Buddies tades in and out of view as It moves 
around fhe bottom of fhe ship The Boos wont chase you, but they 
could appear a little closer than you d tke Swim afong the top of 
the room and stop when the Boos fade to plan your next move 


ET? J RING ARDUND THE BDD BUDDIES 
ama cr r 


them fo rotafe toward you Enter the opening in the circling Boo 
Buddies then swim up and out of the circle when the opening 
rotates above you Watch the two left wandenng Boos Buddies 
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VALLEY OF BOWSER: Mari igi and Yoshi are finally iseading 
‘he most ireacherous landscapes yet awall 


UNDERWATER 1-UP TRIGK 


: ne 
i 


To earn some very easy 1-Ups, press Up and the A Button continu- 
ally while swemming againsf the crate fo the righf of the tallest can- 
non As the Bullet Bills from the cannon on the left pass below, you 
will sfomp on them, eventually earning 1-Ups from each 


Once you swim right 
through the passage In 
the center of the room, 
the cloud of Boo Buddies 
you passed fhrough will 
fade away for good 


Stand on the crates to the lett of the second set ot circling Boo 
Buddies and wait for the opening to sotate your way Swim into the 
circle then quickly drop down as the opening rofates counterclock- 
wise Drop down into fhe pipe below to enfer the next area 


rintendo.com 


As you shoot out of the pipe, grab the falling Starman for the lang 
drop ahead The huge dark pit contains many Flying Koopa Troopas 
and Floating Mines that you could fall on top of on your way down 
Become Invincible Mano or Luigsand zip on down unscathed 


& +-<>) DIVING FOR ORAGON COINS 


rr) ai 


Press Right to shift your downward fali to the ight Fall down to the 
first Dragon Coln, not far from the entranca pipe, and continue 
pressing Right untd you see the Super Mushroom Grab the mush- 
room then press Leff to pick up two more Dragon Comms 


E-F-59 STAR-POWER UP: 


If you make it to the Prize Block in the center of the chamber betore 
your star power wears off. the block will yeld another Starman 
There are more Flying Koopa Troopas and Floating Mines below, so 
grab the Starman and drop down again fos more free-faiting fun 


Fall through the centered opening in the row of gray blocks toward 


the bottom of the chamber Press Right to land on a small pyramud 
of gray blocks with a green exit orb on top If you tall nto the water, 
you'll have to deal with the Floating Mines that fel) with you 
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VALLEY OF BOWSER 1 


The red blocks that appeared when you activated the Red Switch 
Palace trap Mega Mole in place and act as a platform tor you to use 
Take a running jump on top of the red blocks and leap over the 
Chargin’ Chuck who comes barreling down the slope at you 


EFF] MELLOW MEGA MOLE 
Ff PRRSIEEE Mega Mole doesn't have 
UI the best eyesight and 


he jumps atop his head 


tor a tree ride 


cF-T-CLEAR THE WAY 


can't see Mano or Luigt if 


Hop on the meitow mole 


Bun to the barncade ot Grab Blocks and quickly pick up some 
blocks by pressing the B Button to move right As the Chargin 
Chuck runs closer, hold one ot the Grab Blocks to knock him out 
Run nght avoiding the Mega Mole to grab a Dragon Com 


| Two Chargin' Chucks 
Quard a tall wall of blocks 
On the lower path Lise 
the blitzing bullies to clear 
@ path through the blocks 
to the other side 


FF J INVISIBLE BLOCK BLUES 


Wiles abe wa 


The 3-Up Moon tidden high above everything is actually pretty sim- 
ple to reach Jump on top of Mega Mole's head and ride tim sately 
across the pit ot Munchers located on the upper path Leap right 
across the gap to tind the 3-Up Moon ina little alcove by itselt 


Hit the yellow block to 
make a vine grow up to 
the ceiling Climb up the 
vine and into the blue 
pipe to enter a secret 1- 
Up Room 
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Drop down on the second path from the bottom to collect a Dragon 
Coin §f you try to jump up through the gap above you'll hit your 
head on three invisible blocks Backtrack to the left, then jump up or 
down and continue working your way right 


Don't miss out! Run up 
and nght, past the green 
exit pipe Drop down to 
tind the last Dragon Coin 
and get a 1-Lip tor col- 
lecting all five 
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VALLEY OF BOWSER 2 


As the floor rises and 
falls, time your jumps 
through the first room 
Keep an eye out for diving 
Swoopers and pacing 
Koopa Troopas 


= REBOUND REVENGE 


Stomping and kicking a shell may end up coming 
back to haunt you Spinning shells will rebound oft 
the solid walls, making them a real hazard Instead 
of kicking the shells use a Spin Jump or have 
Yoshi champ them to avoid collision 


Fer] PRACTICE PATIENCE 


ee oT_LSy ae Sy ene aE As the wall rises and falls 
through a maze of solid 
stone, watch the pattern 


and look for sate nooks to 
hide in Wait patiently for 
the right moment to run 


As the wall shifts upward 
dash right then back left 
to grab the Dragon Coin 
After getting the coin 
quickly run right as the 
wall shifts down 


Ater dropping down trom the green pipe run nght as 
the floor nses and stand on the nght edge When the rn tou usiier key 


floor reaches the top use it as a staircase to ump up 
and left where you won t be able to see Mario or de a tnd an 
Luigi Rua left to find a secret key and keyhole 


If you ve activated the Blue and Red Switch Pataces 
the rows of Munchers will be trapped below the 
colored blocks that appeared Hop on the heads of 
passing Mega Moles for a boost and run right to 


s 
Z 
3 
g 
Z 
3 
— the Goaipost 


SUPER MARIO WORLD: SUPER MARIO ADVANCE 2 
ae 


VALLEY GHOST HOUSE 


The small platform betore 
the yellow door is set 
down tow To reach the 
ledge the door ts on geta 
running jump Watch out 
for passing Bia Bubbles 


Run left, leap up through the gap in the upper 
blocks and run along the high path to pick up a 


Dragan Com The biocks will turn back into coms 
and drop you into thin air it you aren't quick Dash 
left to the ledge with the door on it 


If you pian to reach the 


the Contra! Block yet 
Grab the Dragon Goin to 
the left and exit back out 
through the door 


H To reach the Secret Exit, 
you must reach the tar- 
night door betore the 
timer runs owt Your 
speed will be rewarded 
witha 1-Up Mushroom 
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FF > 4 BIG BUBBLE SPIN 


Run right avoiding the Big Bubbles that tloat eenly 
through the corndor Either duck when the Big 
Bubbles pass, or Sp-Jump over them to avoid 
taking damage Grab the coins and Dragon Cain 
above the gaps between the platforms 


Knock the P-Switch oft 
the yellow black then 
activate it Jump up to 
catch the Starman and 
quickly dash left betore 
time is up 


SS Se 


peer reeTerl 


eset? 


Secret Exit, don't activate 


SECRET EXIT: the key ond key 
hole creete e shortcut into Larry's 
Castle. Use the Contr! Block end P 


Switch to crete stairs up to the 
secret exit. See Tip #344 tor dstalia 


Retum to the room with 
the tirst P-Switch After 
activating the switch 
dash right Grab the 
Bragon Coin along the 
way 


Carry the P-Switch from 
the left side ot the room 
to the Control Block 
Form steps with the 
Control Black and climb 
them to the Secret Exit 
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VALLEY OF BOWSER 3 


346) RDG | GOUNT-LIFTS 


The number on the 
Count-Litts' side indicates 
how tong the rsde wall last 
and it ranges from one to 
four When the timer runs 
out quickly jump oft! 


The trio of Flying Koopa Troopas can be ditticult to pass without 
causing some sort of midatr collision As the two that bounce higher 
begin to drop down take a running jump at them to catch them at 
their lowest point and bounce harmlessly ott their shetls 


The grouping of one-second Count-Lifts requires Mario of Luigt to 
be very light on his feet Ride one litt to the next and (ump as soon 
as you re close enough to the next Count-Lift Grab the Dragon Coin 
near the yettow pipe then drop down the pipe to a 1-Up Room 


Use the Trampotine to 
Dounce up to the Midway 
Gate and the Prize Block 
Atter the Midway Gate 
tape is cut_ pick up and 
move the Trampohne left 


349 FIREBALL FRENZY 


Tackle the Flying Koopa 
Troopas on the V-shaped 
ramp with the help of a 
Fire Flower if you have 
one The fireballs destroy 
everything in their path 


The huge flying Banzai Bill can actually be very helptul sometimes As you near the Goalpost. leap oft the four-second Count-Lift onto a 
As the Count-Litt timer runs out jeap off and use Banzai Bill as a passing Banzai Bill, then to a one-second Count-Lift Leap from the 

boost through the air to the next Count-Lift Time your jumps care- Count-Lift to the smal platform on the right to get a 1-Up Mushroom 

fully or Banzai Bill could make you his next target Take a running leap off the ptatform to the Goalpost 
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VALLEY OF BOWSER 4 


The Chargin Chucks that wield shovels toss a bar- 
Tage of rocks when you get near them Avoid the 
rocks by jumping over them, or use a Cape Spin 
attack to knock them out of the way One good 
Stomp to Chargin Chucks head also stops him 


Climb up the vine and hatch the Yoshi's Eqg in the 
Prize Block Hop onto Yoshi and have him swallow 
Ihe Trampoline On Yoshr's back fall down the nar- 
row passage while pressing Right Stand on the far 
left side and have Yosh: spit out the Trampoline 
Jump on the Trampoline up through the yellow 
blocks and walk right You will need Yoshi to reach 
the Secret Exit so don't lose fim! 


356) LAVA LEVITATING 

E Hit the Prize Block for a 
Cape Fealher Run nght 
and glide aver to the 
Dragon Coin above the 
lava Use the sinking plat- 
form to jump back 


Take a runnung leap off 
the left ledge, over the 
sinking plattorm and right 
‘onto the head of the 
Chargin Chuck to avoid 
his bouncing rocks 
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Press the L Button to 
scroll ahead When the 
Fiying Koopa Troopa flies 
to the left jump over it 
onto the sinking platform, 
then quickly to the nght 


Hit the yellow block to 
make a 1-Up Mushroom 
appear Quickly drop 
dawn and leap right 
across three sinking plat- 
forms to grab it as 1 falls 


SECRET EXIT: The secrat exit 
leads 10 Star Road end Star World 5 
Yoo mus! have Yoshi (o reach the 
key Only bls tongee can grab 
throagh the blocks 


dump on the Trampoling 
avoiding the rocks that 
Chargin Chuck tosses 
down Spnng up and right 
‘on top ol his head three 
fumes to knock him out 
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VALLEY FORTRESS 


EVERYWHERE 


eae 


The spikes fall at a very last rate and in groups Watch how they After picking up a valuable Cape Feather between the two sets of 
move—as soon as they hit the ground make a run for it The first jalling spikes dash right as the spikes stse back up to the ceiling 
set of spikes falls in threes Sprint down past the spikes and take a When you reach the ledge jump right and slowly glide over using 

break at the green block for a Cape Feather the Cape to avoid hitting the wall spikes on the way down 


Press the L Button to scroll ahead tricking the shaded spikes above 
to fall before you reach them Buck when the Dry Bones tosses a 
bony projectile at you Get rd of the Dry Bones and Bony Beetle in 
your path with Cape Spins or simply stomp on them 


‘Stomp on the Dry Bones 
patrolling the platforms. 
as you cross the lava pit 
The piles of walking 
Koopa bones wil! get back 
up so watch out! 


As soon as the spikes begin to rise back up to the 
ceiling make a quick jump past them to satety 
Watch your step over the spikes below Leap off the 
far-nght edge of the platform near the Dragon Coin 
to grab it quickly as you run by r “ 5. 


ETF GAUNTLET OF SPIKES 


— =e 


The lang gauntlet of spikes over the lava pit 1s the most treacherous 
one yet The spikes move very fast and require good timing to pass 
As soon as the spikes hit the ground, run past them You will need 
to stop and watt between the spikes in a few places along the run 


ae) 
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LARRY’S CASTLE 
ETT Movin sunox ExpRESs : RE Boe aoe 


As soon as you step onto the row ot blocks, the blocks will begin to 
Move along a track You must ride the moving blocks across the 
oom of Ball n’ Chains, lava pits and spikes It Is a little easter to 
maneuver around the huge Ball n Chains as regular Mario or Luigi 


Fett WATCH Ald HEAD 
BE] As the moving blocks pass 
er through a hazardous row 
of Ball ‘n Chains, duck or 
jump to avosd getting hit 
Prass the L Button to 
scroll ahead and plan 


You can either rematn on 
the moving blocks or hop 
‘off on the two stationary 
| blocks and let the chain 
Hof moving blocks weave 
i] ts way back to you 


There are two exit doors and the bottom one has a crucial Midway 
Gate two Dragon Coins and a Super Mushroom The second door is 
easy to miss Ride the moving blacks down through the narrow pas 
sage until you see an opening on the sight, then jump off 


Ly 


Mf you do not have the 
Cape to spin through the 
4 blocks use Maqkoopas 
to make them disappear 
for you As their spells 
whiz by, duck and cover! 


Magikoopas and Ory 
Bones guard the hallway to 
@ Larrysroom Jump on the 
A Dry Bones and dodge the 
Magikoopas flying spells 
while ducking spikes 
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BACK DOOR 


SNEAK IN THROUGH THE BACK 


Ifyou defeated the Reznors Valley Fortress that was bfocking the 
way to the Back Door your last path to Bowser will be a short and 
varding one Mario or Lusgi can bypass the traps and enemies 

that guard the Fronf Door and find the remaining Midway Gate by 
aking the back route 


Ey 2-3 SHEO SOME LIGHT 


Ey S-ISTEALTHY MINI-NINSAS 


Hit the red Prize Block to turn On a sparkling disco ball of light that 
will tollow you to Bowsers Door Bowser 1s completely unsuspect- 

go! Mario or Luigi as he creeps through the shadows of his cas- 
tle Only a few Mechakoopas and Mini-Ningas guard the Back Door 


The hopping Mini-Ninjas lurk ia the shadows of the Back Door waiting for an 

intruder to karate-chop Watch how the littfe black belts jump. and stomp on 

their heads when they and The Mint-Ninjas tend to stand right on the edge of a 
374 REWALOUS PLATFORMS fava pit, so watch your jumps! i 


FT JJ USING TEAMWORK 


tneky to land on You need to land on onfy one before youl be able 
to jump nght to safety Jum ht off the left ledge and try to aim 
tor the leftmost one or glide across the pit completely with a Cape 


Ey 7-] MECHAKDDPAS AND MIDWAY GATES 


Mechakoopa waiks into a Mini-Ninja it'll become blocked—use their poor 
feamwork to your advantage Wart for the Mechakoopa to walk down to fhe 
Mini-Ninga, then leap over both of them at once 


Jump on the Mechakoopas and pick them up using fhe B Button 
Carry the robotic Koopas to the Mini-Ningas and toss them taking 
out both enemies in one motion Run right to find the last Midway 
Gate then enter the red door to Bowsers Room 
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FRONT DOOR 


tee fi 


Se ee 


The Front oor leads directly into the heart of Bowser's Castle 
where eight challenging areas await Mario or Luigi You need to 
pass only two of the tricky areas to reach Bowser, and you'll choose 
first from areas one through four then from five through eight 


Ey ¢-JAREA 1: FIRE ARO MIGHT 


Three massive pillars fall from the ceiling as Lava Bubbles tly up 
from molten pits Stand on the first yellow block and let the Met pile 
| . lar fall When it rises rush past it, dodging the Lava Bubbies If you 
Seite Ci Eaaees Stay ahead of the second and third pillars youll be home tree 
shoot up from below at 

‘once Jump caretully and 

dash right to the door 

betore the pillar talls 


eo 


Area 2 Js the easiest and quickest to pass out of the first four areas 
Koopa Troopas climb on the backside of the chain-link fence while 


and won t be able to harm you unless you switch sides through a 
‘Lava Bubbles fly diagonalty across the fence's front surface Either switch panel On the front side you li need to dodge the tlying Lava 
dodge the Lava Bubbles or switch to the backside and stomp Koopas Bubbtes The Koopa Troopas will switch sides if given the chance 


initially, all the Koopa Troopas will be on the backside ot the tence 
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An army of Mechakoopas awaits you in a maze of tapestries above a 


vast tava pit Use the holes in the tapestries to see oncoming 
Mectakoopas and openings in the floors abave or below Stomp on 
the Mechakoapas and carry them to knock out others 


The tattered tapestries in the maze hide some valuable items that 
you can't see In the upper-left corner of the maze behind a tapes- 
try, is. a hidden 1-Up Mushroom The farthest upper-nght tapestry 
tudes a useful Cape Feather 


Large blocks of stone shift back and forth or up and down high tn the 
air, and, to make matters worse, the whole area (s crawling with Li'l 
Sparkles and Hotheadst Jump down onto the first mowing block and 
follow the Li! Sparky counterclockwise to the next stationary block 


¢ 


eee ons 


You II need well-timed jumps and Spin Jumps to cross to the exit 
door safely Drop down to the lower moving block and jeap right 
twice When a Hothead or Lt! Sparky draws near, Spin-Jump on it 
to avoid damage. Run right to the exit door 


FF Y-] FOUR IN OHE 


Every exit door in the first 
four areas takes you to the 
second hallway which 
houses areas five through 
ff) eight It doesn t matter 

Sd which path you choose 
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387| AREA 5: SrIKES ANO NNSMES 


F| A straight hallway of nine 
‘spikes and eight Thwomps 
blocks the exit door You 
need to make a nonstop 
dash for the door to make It 


Once you begin running 
through the corndor, 
don't stop! Wart for the 
first spike to fail, then as 
SOON as tt begins to rise, 
make a mad dash right 


The underwater passage 
Is filled with spike-covered 
| shifting walls Dry Bones 

and more Wear the Cape 
BH to make things a little 

Bi} casier 


Be] The bevy of Ball ‘W’ 

a Chains takes some fancy 
Maneuvering to pass 
Swim up along the left 


LALA AD AAS 
‘g 4 wall then nght and up 


hae 


through the passage 


ok 
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IANY FACES OF KING BOWSER 
r "i te 


D SPRINGING STATUES 
—— rt 


es 


Use the gray statues as platforms and jump over the gold statues 
when they land near you Hop nght across the small lava pit and up 

the staws past the last gold statue The last statue will hop up as you 
un up the stairs to the ext—wait for st to land, then jump for it! 


The vain King Bowser has constructed gray and gold statues in his 
likeness The gray statues spit fire but remain stationary and you 
can jump on them without harm The gold statues do not spit fire— 
they jump after you and hurt sf you touch them at all 


Et BREAK THE HUDDLE 


$35 4s 


Team Chargin Chuck 1s back one last time to try to thwart your 
progress toward Bowsers chamber You can send the hardheaded 
jocks back to the locker room for good by Spin-Jumping on their 
heads, using a Cape Attack or pummeling them with fireballs 


Leap over the second pit of spikes and dash for the exit door A 
huddle of Chargin Chucks will be there waiting for you Quickly leap 
on their heads before they can jump up and tackle you As the fum- 
bling football players are stunned, run right for the door 


ec ETT SHINE A LIGHT 


The last passage to King 
Bowser's chamber is 
through the Back Door 
You can reach the Back 
Door through the Front 
Door or Valley Fortress 
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@& BOSS BATTLE WITH BOWSER 


BULLY ING BOWSER 


Bowser the tyrant King ot 
Dinosaur Land and tather to the 
maniacal Koopalings hovers 
above the castle in his clown ship 
Deep within his crazed airship, 
Bowser keeps an army ot 
Mechakoopas and bowling balls to 
rain down on Mario or Luigi as he 
tries to tree the princess 


When the mighty battle with Bowser begins, he will swoop up and 
down st his clown ship, stopping only to toss two Mechakoopas 
down at you Stomp on the Mechakoopas and dodge the sharp pro- 
peller ot Bowser s airship as It spins close above you 


RAINING FIRE ANO MUSHROOMS 


THE STAGE IS SET 
7a a 


The journey has been a perilous one but the Koopahngs have tinalty 
been overthrown and Dinosaur Land Is almost tree Only one task 
femains—to defeat Bowser once and for all and save the pnncess 
and att the land As lightning crashes above the battle ensues 


A.OOSE OF NIS OWN MEDICINE 
=i say 


Once you ve put the wind-up Mechakoopas temporarily out ot order 
quickly pick them up using the B Button Toss the robot Koopas up 
at King Bowser when he flies close to hit him on the head Two hits 
will send him tlying off to regroup and dry his tears 


After the clown ship speeds off, a barrage ot tlames will rain down 
trom the skies Stand on or just to the left ot the third raised block 
trom the left to dodge the tlames Dnce the tames tade Prncess 
Toadstool will pop up quickty to toss out a Super Mushroom 


CRAZEO CLOWN SHIP 
Te 


ee” 


vn ship becomes King Bowsers weapon ot choice in his 

‘tnal strike As the ship bounces wildly about the top ot the 
castle Bowser will toss out two Mechakoopas at a tyme Run back 
and torth to avoid being squashed, and stomp the robots 
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King Bowser’s second attack consists of two bowling balls then two 
Mechakoopas As his ctown ship tips upside-down Spin-Jump over 
the bowling baits Avoid Spin-Jumping into the clown ship by luring 
Bowser to one side Toss two Mechakoopas at him as betore 


PRINCESS TOADSTOOL'S HERO 
eT Sy 


It you toss the last two Mechakoopas at Bowsers hard head suc- 


cessfully he Il spin off into the stormy sky, never to be seen again 
Pancess Toadstool and Dinosaur Land will finally be saved trom the 
reign Of Koopas. The trio can celebrate and take their vacation’ 
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STAR WORLD: The Siar Roads in Star World connect to shortcuts le 
live locations in Dinesaur Lend. Uniork them el tor speedy traveling 


Me Stor oad 1 
High above Dinosaur Landis the mystical Star World Each Star an Word t 
Road leads to a shortcut in Dmosaur Land and contams secrets } 5 ae pease 
abe c Fenten a ¥ % is Star Wo 
such as new Yoshis, who will aid Mario and Luigi on their quest. “ E: Star Road 3 
F: Star World 3 
Gz Star Road 4 


Star Road 5 
Star World 5 
Ki: Star Road 6 


STAR WORLD 1 He Star World 4 


Spin-Jump or Cape-Spin through the first section of yellow blocks 
to collect some coins and a Dragon Coin Ii you are regutar Mario or 
1 be sure to collect the Super Mushroom on the ledge above 
the blocks before you make the dive down 


SECRET EXIT: The 
hidden key end keyhole 
open ep a peth to Star 
Road 2, which leads 
back to the Vanille The only way to reach the next Star World is to find the Secret Exits 
Pl an word In each preceding Star World To reach the key and keyhole in Star 
pu ee Me World 1. Spin-Jump or Gape-Spin down along the right wall after 


ExA, Spin-Jump or ¥ ble 
Cape-Spin down the the first section of blocks 


right wall after the lirst 
set ol yellow locks 
Lond on Ihe ledge end 
wee the key te unlock 
the secret path 


Spin-Jump or Cape-Spin 
down and night in the 
thifd section of yellow 
blocks unt you see a 
small opening with a 1- 
} Up Mushroom 


It's the Red Yostu's first 
appearance! Feed the 
young Yosh five enemies 
Of a power-up item to 
make him grow into a 
fire-spitting adult Yosht 
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STAR WORLD 2 


Ee FISH SNACNS 
Es eT FET 


ee 


Once your Blue Yoshi pat is full-grown hop on his back and gobble 


into the very first Blue Yoshi The little tyke needs to be nourished to up the schools of Rip Van Fish floating lazily in the water While the 
grow bigger so feed fim five of the nearby Cheep Cheeps or Rip Blue Yoshi is truly in his element in the skies his appetite ts sfilla 
Van Fish or the Starman that floats down when you enter formidable force to reckon with underwater 


jerwater key and keyhole 
pt 8 path to Star Road hich leads to the Twi 
Bridges ond World ip #403 for detal 


7 Y--] WNAT LIES BEYOND 
oe ea ‘ 


When you reach the exit pipe drop down below the land to a hidden 
passage Follow the passage right and up to discover a secret grotio 
thaf holds a key and keyhole You may have some pesky Rip Van 
Fish on your fail, but if you re quick, you can lose them 


The normal Goalpost gives you only Goal Stars, but beyond the exit 
pipe lies a hidden passage that leads to a key and keyhole Using fhe 
secret exit is the only way to proceed to Star Road 3 and Star World 
3 Swim right beneath the pipe to find the sunken key and keyhole 


STAR WORLD 3 


SECRET EXIT: The key opees a path to 
Star Roed 4 which leeds to Forest of Illusion A STARRY CLOUD 
f sed Star World 4. See tip #405 for detalte ‘As soon as you enter Star 


World 3 leap up on the 
gray blocks on the left 
When Lakrtu appears 
jump and stomp on his 
head to steal his cloud 


et-7-] REACN FOR TNE STARS 

7 Use Lakitu's cloudy nde 
or a Cape Feather to 
reach the twilight area 
contalning the hidden key 
and keyhole Hit the Prize 
Block to reveal the key 


TAMA 
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STAR WORLD 4 


Pick up the young Red 
Yoshi as Soon as you 
enter the area Help him 
grow up big and strong 
dy feeding him five tasty 
Koopa Troopas 


‘With Red Yoshi all grown 
up, he can swallow any 
colored Koopa Troopa 
shell and spit a trio of 
fireballs back out at 
ancoming enemies 


SECRET EXIT: The 
Secret key and keyhole open No matter what color the 
| up @ path to Star Road 5 Yoshi, if he eats a blue 
| which leads to the Valley cf Koopa Troopa shell he 
Bowser and Star Wortd 5 é sprouts wings and can 
See tip ¢409 tor detaile take to the skies for a set 


amount of time 


ctor |THREE WAYS TO THE KEY GON COIN COLLECTION 


rae 2 : Lal 


To hit the Prize Block that contams the key to the secret exit, you If you have already collected the first four Dragon Coins you may as 
will need to carry down a Koopa Troopa shell from above or hit one well go grab the last one for a 1-Up! Go right past the secret exit 

‘ot the green blocks for a Cape Feather If you did not activate the and over the Single and Triple Swing Lifts toward the Goalpost 
Green and Red Switch Palaces tly down with Yoshi dump onto the iast lift to collect the Dragon Coin for your 1-Up 
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STAR WORLD 5 


DROP JUMP 


Use the falling infts to CONTROL YOUR PATH 

your advantage To teach Het the Control Block and 

the second Dragon Coin let it run night tor a few 

let the ‘eft fall a httle and seconds Grab the P- 

grab the coin as you leap Switch from the left and 

off actwate it, then dash night 
betore time runs out 


' The hidden key and keyhole open 
up a path to Star Road 6, which ieeds to the mysterious 
Speciat Worid See tip #413 tor detaiis 


PSE 9 TWILIGHT VINE 
ew OTN TIS 


You have to be quick to reach the yellow block that contains a hidden 
vine that will carry you to the secret exit Follow the Control Block 

path and tut the third block trom the left to make the vine grow 
Climb up to the colored blocks high overhead and grab the key 


AMA 


e SEY A LITTLE GOLDEN STAR 


Use the falling platform to 
grab the last two Dragon 
Coins Jump up for the 
* tourth com then drop 

‘J down and quickly jump 
nght for the fitth coin 


epee a 


Picl the young Yellow Yoshi and feed him five enemies to help 

him grow big Atop the Yellow Yosh: you can chomp and stomp BLAZE A PATH 
with the best of them. When Yellow Yoshi holds a shell in his 
mouth his power stomp sends anything in the area flying in shock 


If Yoshi swallows a red 
Koopa Troopa shell he 
can spit fire—and destroy 
nearly any enemy in your 
path Follow the fireballs 
to clear the way 
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SPECIAL WORLD SPECIAL WORLD: It you pass ail eight of the Special World courses 
Sier Road 7—which ieeds te Yoshi 's Howes and 6 sscret—will appear 


st Road 9 
The eight areas of Special World conta the most challenging Cre 
obstacle courses yet. The Special World areas are designed to . Meee 


fest your patience and require every skill you've learned so far. Se 


Fs Groovy 


GNARLY . a GQ: Mondo 


Hs Outrageoes 
Funky 
Js Star Road 7 


‘Vines will grow up out of 
the four yelfow blacks 
but the one you want to 
climb up 1s on the far 
right Climb the vine up to 
3} a block with another vine 


Grab the P-Switch from 
the yeflow block to the 
left of the topmost vine 
Carry the P-Switch up to 
the center gray platorm 
using the Jump Blocks 


Drop the P-Switch on the 
three gray blocks at the 
top of the stage Jump on 
the switch to turn coins 
into blocks and form 
some new Prize Blocks 


After activating the P- 
Switch, leap down along 
the nght wall to a green 
pipe Enter the pipe 
before time runs out to 
finda secret area 


PY) THRICE IS NICE 


If you timed things right in the first area and entered the midair Stomp on a blue P-Switch to create a temporary bridge across fhe 


pipe you will enter a secret Jower area below the normal exit Run huge chasm Pick up the stiver P-Switch and carry tt wifh you whils 
left of the silver ptpe fo collect the three Dragon Coins and right fo avaiding the Amazing Flying Hammer Brother Sfomp on the silver 
grab three 1-Up Mushrooms switch when you See Lakitu to turn its Spiny Eggs inta silver coms 
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TUBULAR 


jump could be harmfu! to your health so time each move carefully 
frther leap over the troublesome trouncers after they land or attack 
them with fireballs or a Cape attack 


Jump on the P-Switch that sits above the Prize Block to turn biocks 
into coins Quickly drop down onto the Trampoline and spring up at 
the Prize Block to release a P-Balloon Bounce up and grab the 

Power Balloon before it drifts away to float through the skies 


Float between the two Volcano Lotuses as the fireballs they spew 
begin to drop to collect a Dragon Goin and slip safely by Fioat nght 
over the yellow pipe then drop down to the Prize Block and grab the 
last P-Balloon before your air supply runs out 
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ZT-Y-\SURPRISE FROM THE SKIES 
ss 


% 


If you want to collect the first Dragon Com, you'll need a little help 
from the not-so-fnendly Chargin’ Chuck on the pipe below Time 

your jump so that you bounce on the fumbiing foe's head as he is 
jumping He'll spnng you up to the Dragon Coin and over to safety 


The effects of a P-Balloon are limited so you must grab another 
before your floating abilities fade Maneuver over and around the 
Chargin’ Chucks who leap up and throw baseballs at you Hit the 
Pnze Block right of the Chargin’ Chucks for another P-Balloon 


Normally you can get only coins rom a Coin Block but as Balloon 
Mario or Luign, you can get a 1-Up if you're quick Float beneath the 
Coin Block and press Up to release a stream of coms You can also 
grab the fifth Dragon Coin fora 1-Up 
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WAY COOL 


Fiendish Fuzzies nde 
atong tracks high above 
the land, trying te take a 
chomp out ot you Duck 
and jump to avoid becom: | 
Ing a Fuzzy snack 


£6 

B = 

The maze of tracks and platforms has a very specific pattern you 
need te tellow Skip the first two ON/OFF switches, then jump up 


and hit the third one along the track so that it is OFF Immediately 
Jump up again and set the next switeh you pass under to OFF 


PF 3) A LONE FRIEND 
: " If you follow the pattern 
ot DN/OFF switches 
described i tip #430 you 
will end up at a pipe that 
leads to a room with a 
= helptul Yosh 


After exiting where you 
found Yoshi hit the Prize 
Block tor a set ot Yoshi's 
Wings Soar up to a coin- 
tilled bonus area and an 
alternate exit to the stage 


\ 


PAK 
» ‘ 
Pax 


FEZ iT'S A FUZZY CONVENTION! 


La 


If you continue past the bonus area pipe, a maze ot pulleys and 
Fuzzies awaits you Hop onto one ot the pulleys and climb up or 
down the rope to avoid Fuzzies As the pulley jumps off its track teap- 
with it to the next pulley rope You wil have to hop to three pulleys 


All the Fuzzies seem to have gathered before the Goalpost, and they 
circle on small tracks below the last pulley Hop onto the pulley rope 
and ride tt night toward the Goalpast while quiekly climbing up or 
down to avoid the frenzied turballs 
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AWESOME 


As soon as you enter the 
course. leap over the 
flashing Koopa Troopa 
shell Dash right and 
jump onto the stretching 
blocks then up to satety 


pty 4 P-SWITCH RELAY 


Pick up the P-Switeh and carry tt caretully fo the Prize Block with 
the Starman in it You'll have to dodge an array of Rexes and Koopa 
Troopas but protect the switch at all costs—its your ticket to a 
star-powered nde out of the course 


With your star-powered invincrbility plow through Koopas, flying 
fish and Banzai Bills {f you rake in enough paints by knocking out 
enemies you il begin earning 1-Ups The more baddtes you can fly 
through while you're invinerble the better! 
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The Koopa Troopas have shed their shells and will kick them menac- 
ingly at you as you draw near Leap over the speeding shells and let 
them clear a path for you You can also jump on the shells pick 
them up and toss them back at ther owners. 


y 


SH) Drop the P-Switch near 
the row of four coins and 
stomp on it Leap onto 
the blocks and grab the 
Starman in the Poze 


LL 
aries) Block above 


| = be L < ‘s . 
The single blocks floating treacherously over gaping chasms near 
the Goalpost are tricky to land on tet alone stay on The blocks are 


made of slippery crystal like the rest of the land in the course As 
soon as you land on the blocks, keep going and leap to the next 
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GROOVY 


pv F-) A RAINBOW OF KOOPAS 
aa Se) Bo 


As you enter the course stomp on the red Koopa Troopa that's wan- 
dering back and forth Prck up the Koopa’s shell and carry if nghf to 
the Pnze Block on the ground Kick the shell af the Prze Block to 
release a Yoshi's Egg Grab your pal Yoshi who ll help out immensely 


with spiky thorns Take the Pokey down in pieces with Yoshi or use 
a Koopa shell to knock it over The Pokey ts too big for Yoshv to eaf 
In one bife but he can eat it from the bottom up Chomp! 


If Yoshi eats the two Pink 
Berres found along the 
way a Cloud will hatch 
from a Yoshi's Egg 
Collect all the coins the 
cloud drops for 1-Ups. 


A few steps past the diagonal plattorms parades a colorful collection 
of Koopa Troopas Yoshi can eaf and spit ouf the green, red blue 
and yellow Koopas, or you can use them to Iransform Yoshi into a 
flying slomping or fire-breathing superdino 


Zv-'V-1 A TOASTY SNACK 
UTS tal naka 


The two Volcano Lotuses can be fough fo get by wifhout bemg 
scorched Have Yosh! swaltow up the tower Volcano Lofus while 
dodging fhe fiery spores fromm fhe one hanging overhead Feed Yosht 
the Pokey to the righf of the plants as 4 scoots close fo you 


Chargin' Chucks, Volcano 
q Lofuses and Pokeys ine 
the path to the Goalpos! 
Make a dash for the exit 
aS yOu avord the fiery 
spores and baseballs 
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MONDO 


The tide mses and falls throughout the course, which makes the going 
tricky at times In some spots you I! want to wart until the tide 1s at its 
towest point and in others at tts highest Watch out tor the Blurps 
Qut of water they're fairly harmless but i water they're pesky 


‘Wait for the tide to be at its lowest pont betore dashing at the 

Amazing Flying Hammer Brother When the timer reaches 255, the 
water level will recede and you'll be able to run up under the tying 
platform The hammers are difficult to avoid while swimming 


Hit the yellow block 
between the pipes when 
the tide reaches its highest 
point fo grab a 1-Up 
Mushroom In low tide the 
block will be out of reach 


ets) CLOUO SLIDE 


Press Down and slide to 
the bottom of the cloudy 
slope collecting coins 
along the way Grab the 
Dragon Coin at the end 
before you enfer the pipe 


7-160 WITH THE FLOW 
7 AM) Wait for low tide when : , Knock the Amazing Flying 
the Blurps are rendered fee Hammer Brother of his 
helpless With Yoshi you A platform while the tide is 
* F) can walk along the J low. then ride the waves 
p. Munchers safely and easi- up to the exit pipe as the 


i gaat 5 iy knock out the Blurps tide rises 
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OUTRAGEOUS 


Wigglers and Fire Snakes inhabit the Jorest JIoor, making it tricky for Pick up the Trampoline and carry it with you to the tall orange pipe 
Mario or Luigi to Get by without confrontation Either jump over far to the nght You will need to maneuver past Wigglers, Fire 
them or use the Gape and tly overthem You can Gape-Spin the Fire Snakes and Bullet Bills in your path cautiously—keep your 
Snakes or use Yoshi to chomp them and the Wigglers. Trampoline on hand at all costs 


Drop the Trampoline you carried trom earlier in the course next to To get over the tall yeow pipe you will need to borrow the Amazing 
the tall orange pipe Wait lor the Bultet Bills to pass overhead, then Flying Hammer Brother's winged platform Convincing him to share 
spring up to the top of the pipe Once on top ol the pipe use the L probably isn t the best option so jump up and knock hum off his 
Button 40 scroll ahead and plan Jor a sale landing lofty roost As the platform swoops near the pipe, quickly jump off 


Run past the Goombas Blitrps and jumping Fire Snakes until you An a eying Hamner Brother Wigglers Bullet Bills and more 


reach a set o) orange pipes Watch your step as you gsab Yoshi have all gathered near the exit and try te keep you from succeeding 
Jrom the Prize Block—the Jumping Piranha Plants spit ire as they It takas some fast reflexes and good timing to make it in one piece! 
shoot out 0! the pipes At the exit. board the winged platform and nde it to the Goalpost 
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Sumo Brothers stomp upon the blacks with shocking force, causing 
flames to spark along the ground betow them As you enter the last 
Special stage run quickly fo fhe nght before the Sumo Brother above 
you has a chance to stomp down and black your path wifh flames 


The rare Green Berries add 20 seconds to your timer when Yosht 
gobbles one down You begin the course wifh only 200 seconds on 
the timer so every extra bif helps There are nine Green Bernes to 
find on bushes throughout the course—that's 180 seconds more! 


ety SUMO STORM 


r Koopas dive low at Mario or Luign as he passes the group of 


Super Koopas telltale red capes If you have a Fire Flower, blast the 
feisty flyers wifh a powertul fireball attack 


ir Prize Blacks Use the t Button to scroll ahead and watch for the 


Alone Chargin® Chuck perched afop a ledge rapidly pitches base- 
balls at you Wat for the Chargin Chuck to take a break fhen make a 
jump for it There's usually an opening after he tosses four baseballs 
Ina row Time your jump and stomp on his head 


By 4 WINGED 1-UP 


Atop a row of Prize Blocks, a Sume Brother inconvemently blocks 
your pafh Waif for him fo sfomp once As fhe flames sfart fo fade 
quickly dash and jump up at the blocks beneath him Knock the 
Sumo Brother out by bumping him off the Pnze Blocks 


Two Chargin Chucks and a team of low-flying Super Koopas will try 
to tackle you Dodge the caped Kocpas and the fastballs the 
Chargin’ Chucks pifch Sfomp on fhe Chargin’ Chucks and any 
Super Koopas that get too close as you quickly dash to the right 
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Ashower of lightning bolts and flames rains down from the Sumo 
Brofhers Hop up onfo the row of Prize Blocks and bump the upper 
Sumo Brother off his roost first Then Spin-Jump through the yel- 
low blocks and take ouf the second Sumo Brother 


ani 


f Chargin’ Chuck will try fo block your way near the blue pipe If 

ip Gn him once, he won't move and the Super Koopas near- 
ii dive mercilessly at you Jump up while pressing Right 
aanet the pipe to stomp on his head confinually unti) he’s ouf cold 
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Fitting high above fhe naga of Grab Blocks is a Prize Block thaf 

tains a 1-Up Mushroom Carefully pick up a Grab Block and foss 
it up at the Prize Block as it flies overhead to release the mushroom 
There 1s nothing under the bridge so watch which block you grab 


A treasure of coins fhat spells out’ You are a super player!” lines 
fhe way to the Goalposf. ing reward for complefing the super- 
tough Special Worlds Take fhe tme fo collect as many coins as you 
can before heading to the Goalpost 


What's worse than a Chargin’ Chuck? Three of the bothersome 
brawlers! As you near fhe trio of baseball-tossing Chargin Chucks, 
hop up fo the top plattorm and over their heads Dash nght to out- 
run the oncoming barrage of baseballs 


AACS 


Once you pass the Goalpost in Funky successfully the supersecret 
Star Road 7 will appear Use Star Road 7 fo warp direcfly fo Yoshi's 
House on Yoshis Island If you find all 96 of the Goalposts and 
secret exits, you'll gain entry into a new form of Dinosaur Land 
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After the final taumph over King Bowser, everyone gathers at 
Yoshi's House for a big victory bash Cheers for the brave heroes, 
Manwo and Luigi, ring out from all over Dinosaur Land 


KNOW YOUR FOES 


A hst of the names of Bowser's minions will scroll by after you 
defeat Bowser Each enemy’s name appears, so if you weren't 
sure whom you encountered, you'll have a chance to find out. 


a 


Po haTteae 


At the end of the enemy cast list isa 
family portrart of the nefarious. 
Koopa family—a tribute to its reign 
and defeat Take one last look at 
each ot theis mugs and remember 
your victorious battle against each 

a The Koopa family surely won t be 
returning to Dinosaur Land anytime 
soon jt the Mario Bros have any- 
thing to say" 
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oF THUNK You 


Mano, Luigi, Princess 
Toadstool Yoshi and friends 
all gather at Yoshi's House for 
a full-scale victory celebration 
King Bowser and his naughty 
Koopalings have been defeat- 
ed, and Dinosaur Land is free 
once more After their grand 
adventure the fnends are 
going on a well-deserved 
vacation to relax! 


yp et | 
qeemaed 
ft circ open 
Ht 


Weg 


So the Mario Bros penned another entry into their 
legendary book of adventures. The plight of 
Dinosaur Land is no more, and the princess has 
returned safely to her throne Mario and Luigi take off 
intherr hot-air balloon for a much-needed vacation but 
know that their aid willbe needed again someday ... 
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OARK SIDE OF THE MOON CHECKERED PAST 


Swiss Army knives may do a lot of things, but no gun-toting 
cyborg has ever been defeated with a built-in corkscrew. A few 
codes should prevent you from having to wield it again. During 
game play, press Select to see the game menu. Press L, Right, B, 
L,R and Left A new screen will pop up with two options, Choose 
the first option, “Password Required,” to reach the password 
screen. (The other option will return you to the game.) On the 
password screen, enter in the code “weap” to unlock all the 
weapons. To replenish your ammo stock, return to the same 
screen and enter in the code “ammo.” Finally, if the relentless 
assault of Phase ghosts and Alien Dudes has proven too much to 
bear, enter in the code “god” to become invincible. 


Read the bizarre back story in the 
manual to understand the look of the 
password screen 


Fill up with all the keen weapons and 
ammo you can handle, then turn the 
tables on the well-equipped enemies 


Given the recent taxi game trend on Nintendo GameCube, your 
first reaction may be to ditch your cab when you pick up 
Midnight Club Street Racing. Here are a few quick codes that 
will open up some of the early cars so you can leave the yellow- 
and-black behind. To start as if you had won all races as Emilio, 
enter in “NIML"” as your code. It will open up the Crusero line of 
vehicles. To start as if you'd finished Larry's races and unlock the 
Piranha cars, use “GTPB” as your code. Lastly, if you want to 
take the Jones cars for a spm, enter in “LGKG" as your code. 
(The car unlocked by the last code normally opens when you 
finish the race as Keiko.) All of the codes are cumulative, so if 
you back out to the main screen after entering the code and 
enter in another of the codes, 
both sets of cars will be 
unlocked. Do it again for the 
third set of cars. One thing to 
note. When you use the codes, 
the game will behave as if you 
really had finished all the races 
with that particular character, 
so you can't go back and race 


li h dup. Each ne of cars has its own charac: 
earlier races with souped-up tenstics Far example, the Crusero 


vehicles. cars all have really high durability 


JURASSIC PARK 
PARK BUILDER 
| CODE | 


DINOSAUR DOLLARS 

The beginning of this simulation game is arguably the most 
difficult part—you have limited funds to build an entire dmosaur- 
filled theme park. Fortunately, you can kick off your career with 
plenty of spending money by entering ina handy code By nam: 
ing your park “Bonus:Park,” you will grve yourself $100,000,000 
to play with, which is, coincidentally, how much you need to 
“win” the game. There is one smali drawback, however—you 
can't change the name of your park once you've begun. For an 
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extra challenge, start a new park and name it “Zero-Park.” You 
will start without having any DNA, which will drive you to spend 
more money on excavation. Plus, without any DNA, you'll have 
to wait before you can start adding dinosaurs to the park. 


When you first start your new park, you 
will be given credit for haying a success 
ful park, despite the lack of dinosaurs, 
restaurants or even roads 
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SPYRO: SEASON OF ICE 
| Cove | 


ORAGONS ARE FOREVER 

If all that fire breathing burns you up, chill out with a couple of 
cool codes. To open all of the level portals without having to find 
the requisite number of faines, enter in the code Down, Down, Up, 
Up, Left, Right, Up, Down and A at the title screen (where it says 
“Press Start”). You'll hear a chime indicating that you've entered 
in the code correctly When you begin your game, you will be able 
to go wherever you please. If you prefer to play the game in order 
but need a little extra help in the lives department, enter in the 
code Left, Right, Right, Right, Down, Up, Right, Up and A on the 
fitle screen. Again, you'll hear a chime tellmg you that you've 
done it right. You'll start the game with 99 lives. 


Fill up on fives before beginning the 
game to give Spyro a clean bill of 
health throughout your quest. 


dump through any portal you desire, 
including the challenging Stone Age 
Speedway 


GRADIUS GALAXIES 
L cove | 


YOU DIDN'T THINK THEY’O FORGET IT, 01D YOU? 

Konami's famous code returns in its enhanced remake of the 
popular NES title. Traditionally, the code Up, Up, Down, Down, 
Left, Right, Left, Right, B, A and Start has unlocked various 
cheats. That code still works in Gradius Galaxies... for a while. 
The code will equip your ship with all of the power-ups (except 
speed boost), but your ship will explode mysteriously about 
three seconds later, rendenng all your gains pretty much use- 
less. However, a small modhfication will ensure you a long life, 
provided you avoid the occasional asteroid and enemy laser 
fre. Input the code Up, Up, Down, Down, L, R, LR, B, A and Start 
to get all the power-ups as mentioned before, but without mak- 
ing your ship spontaneously blow up. A final word: Enter in the 
first code as many times as you want, but the good code can be 
entered in only once per game. 


Putting in the original code will be a 


All the power-ups prove to be particu- 
big gain, but a short tnp 


larly useful against bosses because of 
the amount of damage they can take 


DOOM 
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| OLD D0G, NEW CODES 


The classic shooter still has a couple of tricks up its camouflaged 
sleeve, To take advantage of the cheats, press Start to pause the 
game, then hold L and R and input the code. There's no need to 
tush—if you enter in the code too quickly, it won't work. Also, the 
Radiation Suit, Invulnerability and Berserk codes will last only as 
long as they would if you picked up the items that give you the 
same abihties. Further, while you will retain your weapons and 
ammo from one level to the next, you'll get the keys you need 
only for the level you are in, so you'll have to input the code each 
time you start a new level. 


CODE CHEAT UNLOCKED 
A,A,B,A,A,A,A,A | GOD MODE (LASTS ENTIAE LEVEL} 
B,A,A,A,A,A,A,A | COMPLETE MAP 
8,B,A,A,A,A,A,A | RADIATION SUIT 

B,B, 6,0, 4,4, 4,4 INVULNERABILITY 


BA, B.A, AA, AA BERSERK MODE 


A,8,8,A,4,A,A,A | ALL WEAPONS, KEYS AND FULL AMMC 


4,8, 4, 4,6, 8,6, A ‘WARP TO THE NEXT LEVEL 
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BATMAN VENGEANCE 

{Tie | 

THE JOKE’S ON HIM 

When you first fight the Joker, he'll be standing on a stack of 
wooden crates, and every time you damage the crates, the 
Joker will take damage as well. Jump and fire your Batarangs 
into the small gap in the ecg while dodging the barrels 
that fall from above. When you p 
run out of Batarangs, a barrel 
will yield five more, provided 
the barrel doesn’t fall on your 
head. When you break one of 
the three boxes underneath the 
Joker, he will begin to feed tiny, 
colored bombs onto the convey: 
or belt. Avoid them and contin The aperture in the scaffolding 1s 

ue to aim at the small hole. He pretty small, so you'll have to practice 
will eventually run away to im find out exactly when to throw the 
fight again later. atarangs 


FREEZE! 

When you finally get to Mr. Freeze, you won't exactly get a warm 
reception. From his catwalk, he drops green canisters that cause a 
devastating amount of damage. The first instinct 1s to avoid the 
canisters, but the way to finish Mr. Freeze is to beat him at his own 
game. Catch the canisters and toss them back up onto his perch. 
When you throw the explosives back up, they will go slightly for- 
ward, so make sure you are not 
directly under the center of the 
platform, or they will crash back 
down and hurt you. You can miss 
catching only one of the vials, 
which leaves you very little 
room for error. About halfway 
through the battle, Mr Freeze 
will bump up the difficulty by 
launchmg missiles from two dif: 
ferent heights. Duck the higher 
missiles and jump the lower 
missiles. 


Catch every canister that Mr Freeze 
drops, even if you don't wind up 
‘throwing it at that very moment 


PICK YOUR POISON 
Poison Ivy is one of the easier bosses to defeat if you know how, 
Avoid the explosive seeds that the giant plant shoots by jumping 
forward as it lands at your feet. The cloud it causes will linger 
bnefly, so pause before taking refuge on the left side of the 
screen. Waut until the giant plant 
raises its eye above the tentacle- 
like leaves, then hurl a Batarang 
at it. Poison Ivy will begin to 
drop small plants that will 
attack you from the ceiling, so 
take care of them first before 
throwing the next Batarang It 
doesn't take nearly as many 
attacks to destroy it as it did to 


Stay to the far left to give yourself 
plenty of time to avoid the proyectites 
beat the Joker or Mr. Freeze, but the large plant spews 


it can be an awful nuisance. 
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TRUE ROMANCE 

After Harley explains the trap she set for Batman on the bridge, 
the Joker will leave her to take care of you with her giant ham 
mer. Slowly approach her posi- 
tion until she charges you, then 
jump over her and attack from 
behind while she swings the 
hammer. If instead of swinging 
the hammer, she tumbles away, 
do not pursue her immediately. 
Wait until she stops tumbling 
id thenaporoach hetjagait Harley will start running at you as 


otherwise, she'll quickly turn you approach her, so move slowly to 
around and attack before you allow plenty of time to react 


have time to evade her. 


TERRIBLE DIRIGIBLE 
The final boss battle with the Joker's blimp takes both speed and 
skill to win. Start shooting the blimp as soon as you can, avoiding 
as many of the explosive balloons as possible. Since you have so 
little time to take out the blimp, every shot that hits a balloon is 
a shot wasted. For the same reason, try to stay somewhat close 
to the blimp so balloons don't p 
pass between it and you. If you 
do shoot one of the balloons, be 
sure to stay well out of range 
because its blast radius is much 
larger than it appears. Above 
all, never stop shooting. Even 
when you have figured out the Ht 
strategy, the time hmit can still The Joker's blimp takes a lot of dam- 
prevent you from defeating the age. so don’t get distracted and start 
Joker, so act fast chasing after the balloons 


| GODE | 


TRY FOR YOURSELF 
Theleve] codes for Batman Vengeance are all conveniently named 
after items, places and characters in the game. 


PASSCODE LEVEL 


LEVEL 


PASSCODE 


6 BATGIRL 

a FRIES 
10 VICTOR 
Ww ALFREO 


nintendo.com 


DEXTER’S LABORATORY: 
DEESASTER STRIKES! 
| cove 


SECRET FORMULA 

Rarely do you find a game with as many codes that make it 
more difficult as codes that make it easier. Still, all of the codes 
are worth paying attention to if you feel yourself breezing 
through this action game. Enter in the codes on the pause 
screen during game play. A message will pop up telling you 
which code you've entered correctly. 


CODE CHEATS UNLOCKEO 
ULR,R,R,R,R,R,L,L,R, | LOW GRAVITY (DEXTER JUMPS HIGHER) 
R,LLL,R 

LARRL RL RL LR, | SLOW ENEMIES 

GLLGL 

L.R,R,R,R,LRU,R,R,L, | FAST OEXTER 


LALA, A 


LR, R,R,R,L,L,L,A,0,L, | LESS DAMAGE (DEXTER TAKES LESS 


L&R DAMAGE WHEN HIT) 
LU,R,R,L,R,L,L,L,8,L, | DNE MDRE TRY (EXTRA LIFE, 
LAR, Lb MAXIMUM 9) 


OR, R,R,L,L,R,R,L,b, b, 
LRLLR 


GET DOUBLE AMMO (AQOS 10 AMMO) 


LR, R, RR, R, RL, RL, Lb, 
RR, LL, b 


CONTROLS ARE REVERSED (SWAPS: 
DEXTER'S CDNTRDLS) 


LL, RR, RL, RR, AL, 
L&LGh 


STRONG ENEMIES (ENEMIES ARE MDRE 
DIFFICULT TD BEAT) 


LARA ALLL A, 
R,R,R, LL 


FAST ENEMIES: 


LOR, FR, ALR, RRL Lb, 
R,R,L,L,R 


‘SLIPPERY FLDDR (DEXTER SLIDES WHEN 
HE WALKS) 


DRIVEN 

| cope 

THE ROAD TO SUCCESS 
To unlock ail of the cars and tracks in Driven without having to 
complete all the races, select the Top Secret Cars option in the 
Iain menu and input the code 
2-9-8-0-1. The credits will begin 
to roll as if you had just finished 
the game. Press B to return to 
the main menu When you start 
a new race, all the cars, includ: 
ing the Gamestop car and the 
Master car, will be availabie, as 
well as all of the tracks. 


The Master Car corners like It's on 
tails and pulls away from the pack 
with incredible acceleration 


MEN IN BLACK: THE SERIES 
b cope | . ee oe 


«». BUT STILL NO ELVIS SIGHTINGS 
To make J and K invulnerable to 
the insect onslaught, enter in the 
code LVFRVRDD on the pass: 
code screen. The game will beep, 
then the code will erase Press 
Start to begin a new game with 
out risking any damage. 


MADDEN NFL 2002 
L cove | 


EXCESSIVE CELEBRATION 
Do you want to join in on the the touchdown celebrations in 
Madden 2002? When your player scores a touche Press the B 
Button to sound an air hor, press 
A to hear the referee whistle, 
press the R Button to hear Bm 
Madden yell “Pow!” and press L to 
hear “Whoa!” You can keep press- 
ing them for the duration pf the 
endzone celebration. 


BREATH OF FIRE 
Lm | 


STREET MAGIC 
To see a cameo appearance by Capcom celeb Chun-Li, head to 
the town of Bleak. Visit the young magician who asks you to put 
a hundred coins on the table so 
he can make them disappear. 
Agree, then wait until he says, 
“Look behind you.” Answer 
“No” twice, then answer “Yes,” 
Afterward, you'll be able to see 
Chun-Li practicing her moves 
in the background. 
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PREHISTORIK MAN 5 
Line | 

CHECKING THE CLUB SCENE 

Much of the difficulty of Prehistorik Man is notin beating the lev- 


els themselves but in finding all of the treasure hidden within. 
Covered holes and hidden caves are commonplace, so explore 


LEVEL 1 


everywhere. Shown are the maps of the first, second and fourth 
levels of the deceptively challenging Titus platformer. The tech: 
niques used on the three levels should help you find the treasure 
for all of the future levels The letters indicate where the differ 
ent cave entrances link. 


Pound a hole in the ground to fall in 
to a long underground cave, a tech- 
nique that will be repeated through- 


Club another hole in the ground to 
fall down a short well, then press Up 
to enter another gem-filled cavern 


After riding the platform up to the 
ledge on the far right, fall down and 
hug the left wall You will enter an 


out the game 
LEVEL 2 


To reach the treasures above the 
Start. take a blind Jeap from the plat- 
form to the right Be prepared to 
encounter two enemies as you land 


The shopkeeper has valuable mfor- 
Mation about the locations of treas- 
ure within each level, as well as the 
ability to save your game 


LEVEL 3 


The spiders on each side ot the spiked 
floor will drop all the way to the 
ground, providing precarious trans- 
Portation to the small treasures below 


‘Swing at thin air above the cliffs 
edge to discover two blocks you can 
climb on Go left to the shop or nght 
to the tourth BONUS letter 
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Invisible tunnel tilled with treasure 


re Se os 


Re 
Wahuewnava 
“G 


= ae 
Tete i ee od 


Pound the ground just before the 
second Rees: Tartah to drop down to 
the lower level Work your way left 
to find the second BONUS letter 


Be sure to continue past the 
cave entrance to pick up the first 
BONUS letter 


Pound the ground to reveal a 
treasure-filled room, then pound 
the ground inside the room to find 
your way back out 


Don't worry about the gems as 
you cross the heads You will 
pick them up on the way back 
with the aid of a turtle 
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Pe 5 Can to fall into 
the wrong hands. Take to the skies and 
prepare for bartle—only yon can preserve 
the special world that is Dinotopial 


ure rough $ daring, 
inctuding diamond cavers and collecting Sunstone weapons 
the Tyrannosaue nest! and power-ups ms you go! 


DINOTOPIA 


THE TIMESTONE PIRATES” 


YOUR POWER GUIDE TO THE LATEST GAME BOY ADVANCE RELEASES 


BUYER’S GUIDE 


Yea eR 
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NINTENDO POWER ADVANCE 


TONY HAWK’S PRO 
SKATER 3 


GET SICK WITH A SLICK GBA VERSION OF 


THE HAWK’S LATEST SKATE JAM. 


GENRE: SPORTS EVERYONE 
PLAVERS: 1704 Ammeted 
GAME LINK: MULTI-PAK Blood 
RELEASE: SPRING 2002 edaal 
PUBLISHER: ACTIVISION 


WEBSITE: ACTIVISION.COM 


ony Hawk flies again with a new trick-filled portable 

Pak. Featuring a total of 13 skate pros and six envi- 
ronments, the game has the same look and feel as the Game 
Boy Advance version of Tony Hawk's Pro Skater 2—big lev- 
els, great animation and a clear, fixed view of the action. 


Career Mode challenges you to accomplish a series of high: 
flying goals in each environment. When you've met enough 
goals, you can unlock the next area. Environments include 
a molten metal foundry, a competition course in Rio, an 
obstacle-packed street in suburbia, a sprawling airport, a 
busy LA intersection and a Tokyo megaplex. 


Free Skate Mode allows you to skate in any unlocked envi- 
ronment for an unlimited amount of time. Single Session 
Mode puts the pressure on by adding a time limit. You can 
learn the skate pro basics and some advanced moves in the 
lesson tutorial. 


Muliplayer options give up to four players a chance to show 
off their moves. If the players vary in skill levels, a handicap 
option evens the field. Most multiplayer games require mul- 
tiple GBA systems, Game Paks and GBA Game Link Cables. 
The multiplayer HORSE game lets players pass around a 
single system and Pak after they take their tum, 


The game's six enviroements end 
Coreor Mode gools ere modeled 
after those in the Ninteedo 
GameCele version of the geome. 


Every skater hes 9 cottection of 
epeciel moves. Some skaters oiso 
‘| heve dltterent level goels trem 
the others. 


THE POWERPUFF GIRLS: 
MOJO JOJO A-GO-GO 


HELP THE POWERPUFF GIRLS SAVE YOUR GBA 
FROM THE EVIL SCHEMES OF MOJO JOJO! 


GENRE: ACTION 
PLAYERS: 1703 
GAME LINK: MULTI-PAK Mblence 
RELEASE: NOW AVAILABLE esau 
PUBLISHER: BAM! ENTERTAINMENT 
WESSITE: BAM¢FUN.COM 


veryone’ favorite pint-size superheroes take to the 

GBA in The Powerpuff Girls: Mojo Jojo a-Go-Go. 
Unhke the previous GBC Powerpuff outings, this titleallows 
you to play as any of the sisters and even switch between 
them on the fly. There's also a multiplayer mode, which 
sends the girls off on a wild race through Townsville. 


The plot is thin but familiar: Mojo Jojo is trying to destroy 
Townsville and steal the denizens’ precious belongings. As 
the girls, you'll side-scroll through six different areas of 
Townsville while lighting off robot sentries, tricky bosses 
and even the mighty Mojo Jojo himself, But the girls have a 
few tricks of their own—including unlimited flight, powerful 
energy beams and punches thatcan take out a brick wall. 


‘You can improve the girls’ already impressive abilities by col- 
lecting power-ups. Some power-ups will cause energy beams 
to grow or turn into homing beams, while others make the 
girls’ fists fire in multipie directions at once. You can also grab 
everyday items such as trees and mailboxes and use them to 
wallop baddies. And if the heat gets to be too much, just call 
upon all three girls at once for an incredibly powertul Super 
Attack that decimates everything in sight, 


The game offers plenty of enemies to wallop, power-ups to 
find and bosses to destroy, and fans of both the cartoon 
series and shooters such as Gradius Galaxies should give it 
alook. 


We car hits ona of the girle, ehe 

wilt emeck tece-tirst iefo your 

GBA ecreoe. It'e lust ove of mony 

clever, cartocelsh touches that 

24 yoo'tl fied throeghout the edvee- 
4 tire, 
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RAZOR FREESTYLE 
SCOOTER 


BECOME A TERROR ON TWO WHEELS INA 
TRICK-PACKED SCOOTER CHALLENGE. 


GENRE: SPORTS EVERYONE 
PLAYERS: 1704 

GAME LINK: MULTI-PAK 

RELEASE: NOW AVAILABLE =: 
PUBLISHER: CRAVE 

WEBSITE: CRAVEGAMES.COM 


T aking inspiration from the Tony Hawk's Pro Skater 
series, Crave’s Razor Freestyle Scooter is a fast and 
fun exhibition of extreme tricks and maneuvers. The game 
features four modes, six scooter-friendly environments and 
dozens of crazy moves. 


The single-player circuit challenges you to meet a series of 
goals in each environment. Goals include hitting high 
scores, grinding long distances, landing big point combos 
and collecting wheels. You'll start with four unlocked 
areas—Scooter Park, Aircraft Carrier, Circus and Sports 
Stadium. As you accomplish your goals, you will unlock two 
more areas. When you accomplish all of the goals in every 
area, you'll open up the Championship Mode, where you 
can compete in a field of eight scooter pros. 


Multiplayer action requires GBA systems and Game Paks 
for every player, along with the appropriate number of 
GBA Game Link Cables. There are four different multiplay- 
er games. The Points Battle is a high score competition, The 
Spell Scooter game is a challenge to collect letters that are 
spread throughout the arena. The Grind Challenge awards 
the player who can grind for the greatest total distance in 
the allotted time. The It game is a variation of Tag. The play: 
er who is “it” when the time expires wins the game. 


By achieving high scores, you can earn cheat codes that 
give you special trick abilities. 


Hit the Scooter Park aed perfect 
your high-tlying tricks. The 
single-player circuit challenges 
you to eare bigh scores, puil off 
big moves and cottect wheels. 


Consult the trick list to leer big- 
~ || time combo moves, itke the ose- 
4 handed tallwhip. 


bic §=NINTENDO POWER ADVANCE 


E.T. THE EXTRA- 
TERRESTRIAL 


STOP TO SMELL THE FLOWERS WITH THE 
ALIEN BOTANIST AND HIS BUDDIES. 


(GENRE: ADVENTURE EVERYONE 
PLAYERS: 1 

RELEASE: NOW AVAILABLE 

PUBLISHER: NEWKIDCO Shp! 


WEBSITE: NEWKIDCO.COM 


peace-loving botanist visits Earth to study its plants 
but ends up learning more about the planet's people 
after he’s accidentally stranded ina forest. 


In the first two missions, you control ET, Later missions allow 
you to play as E.T’s human pat Elliott instead, and some mis- 
sions require you to switch between ET. and Elliott. 


The game begins with you controlling the squat, large 
headed, beige alien as he shuffles into the forest to collect 
widely spaced flowers. Jumpy frogs and enormous bugs sap 
ET’ energy, and the forest is a confusing maze of trees, 
rocks and other obstacles. Something goes horribly wrong 
just as E.T. completes his flower-gathering task, however, 
and he’s left marooned on Earth. 


Somehow, government agents are aware that ET. is 
alone in the forest, and they'll try to catch the abandoned 
alien as you guide him through the dangerous forest to 
Elliott's house, 


Much of the game consists of avoiding enemies and finding 
your way through the labyrinthine levels, but there is a bit 
of variety later on. In later missions, you'll collect parts to 
build a communication device for ET. assemble the puz- 
zling device, bike back to the forest and more. 


jot of this plenet, end as 
he moves siowly ond clum- 
ay. Elliott is 6 hit more eglle, 


Many of the areas are very large 
and complicated, You may have 
to stambte sround the forest tor @ 
while eeill you fied your way aut 
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PUYO POP 


A BATTLE OF WILLS BOILED DOWN TO PRis- 
MATIC PURITY, PUYO ARRIVES AT LAST. 


GENRE: PUZZLE EVERYOOE 
PLAYERS: 1704 

GAME LINK: SINGLE-PAK/MULTI-PAK 
RELEASE: NOW AVAILABLE 
PUSLISHER: THO/SEGA 
WEBSITE: THO.COM 


lassics never lose appeal. And variations of the Puyo 

‘concept have traveled from arcades to cell phones. 
Bul it's never appeared on Nintendo in the United 
States, unless you count Kirby's Avalanche. That title fused 
Puyo game play—racing to build clusters of color globs— 
with Nintendo's celebrity glob for a hit Super NES game 
back in 1995, 


Whatever its form, the series is based on the familiar 
arcade /puzzler concept of racing to work with falling puz 
ale pieces. The pieces that drift downward are the same 
shape every time: two globby Puyos stuck together, each of 
which can be one of several colors. When four or more of 
the same color pile up, they all pop and vanish, which trig- 
gers an avalanche of Puyos piled above them. Players who 
think ahead while piling Puyos can use avalanches to their 
advantage—and create massive combos of popping Puyos. 


When facing the computer or human opponents, players 
can create chaos for the competition by completing com- 
bos, wftich drop blocks into other Puyo piles and trip up 
competitors’ own combo-popping strategies. 


When not playing against human opponents, players can go 
solo in a quest mode that's filled with computer opponents 
whoare increasingly skilled at Puyo, making for tough chal- 
lenges on the road to becoming a master. 


1s Puyo Pop's solo mode, yoo 
play Arie, who kumps Into other 
oddkall Puyo players on a quent 
filled with offbeal humor. 
Skeleloe-T thinks ff's serleualy 
wicked to offer you stale lea. 
Foriusotely, his game Is fer more 
evil. 


Puyo Pop machas iesaea lavala 
ol dog-esi-dag competitioa during 
lour-player mulilpleyer gemes. tt 
each person has a Pak, Ihe game 
4 offers more opilees, but you tan 
have everyone play off osly one 
Pak, as long es you have enough 
GA Link Cakles, 


NANCY DREW: MESSAGE 
IN A HAUNTED MANSION 


CAN THE CLASSIC CHARACTER CRACK THE 
CASE OF THE CALIFORNIA CALAMITY? 


GENRE: POINT-AND-CLICK ADVENTURE EVERYORE 
PLAYERS: 1 

RELEASE: NOW AVAILABLE 

PUSLISHER: DREAMCATCHER Eseo 


WESSITE: DREAMCATCHERGAMES.COM 


ancy Drew, teen sleuth, has been solving crimes for 

over 70 years. The evermodern miss makes her 
Game Boy Advance debut in Nancy Drew: Message in a 
Haunted Mansion. 


An old family friend, Rose Green, needs Nancy's help. Ms. 
Green has purchased an old Victorian mansion in San 
Francisco, and strange accidents are plaguing her renova- 
tion attempts. Rose's business partner and pal, Abby, thinks 
that angry ghosts may be to blame. it's up to Nancy—and 
you—to find out what's happening at the mansion. 


You'll see the world through Nancy’s eyes in this first-person 
point-and-click adventure. When a magnifying glass 
appears on the screen, you can get a closer look at a poten- 
tial clue or usehul piece of equipment. Arrows help you nav- 
igate the mansion, and you even have dialogue choices to 
help you chat with the people hanging around the mansion. 


Along the way, you'll read many things—poemis, insurance 
papers, books and more. As you play through the game, 
the jumble of symbols, papers, items and other clues will 
start to coalesce into a logical pattern, and you'll be able to 
solve the case. 


The game is suitable for all ages, but a great deal ofreading 
isinvolved. 


Chanse your words camtully whee 
apeaking to tha people le the 
mansion, Yau will (gam @ lal from 
your convarsatioga, 


Noacy’s PDA keeps track ot Ihe 
maves she'a meda ged the clues 
she's uacovemd. Use it to refresh 
your memory. 
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MOTO GP Wea 


THQ GIVES MOTOSPORTS FANS A REALIS- 
TiC DOSE OF SAWY CYCLING ACTION. 


GENRE: RACING EVERYONE 
PLAYERS: 1704 

GAME LINK: MULTI-PAK 

RELEASE: SPRING 2002 bored 
PUBLISHER: THO 

WEBSITE: 7H0.COM 


evving at white-knuckle speeds near 170 miles per 

hour, the souped-up cycles of THO's two-wheeled rac- 
ing game capture the intensity, rivalry and energy of moto- 
sports competition. Moto GP rolls out 12 licensed bikes from 
Honda, Suzuki, Yamaha and other companies. When you 
take one of the authentic bikes for a spin, you'll be able to ride 
as an international Moto GP rider, such as Kenny Roberts Jr, 
Alex Barros or Loris Capirossi. 


The main mode of play is in the 16-track Grand Prix Mode, 
which unleashes 12 cyclists on snaking tracks in Japan, 
Australia, France, {taly, Spain, Malaysia, Portugal and other 
cosmopolitan pit stops. Whether it's rainy, foggy or clear out, 
racers will have to negotiate countless hairpin turns and 
avoid wiping out to become the leader of the pack. 


In addition to its Grand Prix Mode, Moto GP tears up the 
tracks with three other ways to ride. In Tournament Mode, 
you compete in the game's four race circuits. Il you fail to 
place, you'll be eliminated from the competition. The tracks 
your Tournament victories unlock will be available in Time 
Attack Mode, which gives you the whole road to yourself as 
you compete for a record time. In Quick Race, up to four play- 
ers can link up and compete in a round of Multi-Pak racing. 


With four-player fun, tight handling, scenic graphics and 
turbo-charged music, Moto GP is the simrstyle cycling game 
that'll keep any motosports fan's engine running hot. 


UU UU UY bid Graed Pi Mode features ye 
er a wg tracks. If you wie the competition, 
ga) ge i ‘ you'll unlock a new rider. Get aif io 
” Tag ‘8 good start by revving your engine 
$0 the neadle points between 
10 o'clock and 11 o'clock on the 
speedometer. You'll get a turho 
J start Il you keep the needle there 
whee the starting light turns green, 


The weather changes from course 
to course. Fog effects visibility, 
and rainy coeditions affect your 
cycle’e heedlleg. When reeds ere 
Glick, eese up oe the accelerator 
In turns. 
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M&NM’S BLAST vA 


HAVE A BLAST WITH A SWEET MINIGAME- 
PACKED BOARD BONANZA. 


GENRE: BOARD GAME EVERYORE 
PLAYERS: 1704 

GAME LINK: MULTL-PAK 

RELEASE: SPRING 2002 ee 
PUBLISHER: MAJESCO 

WEBSITE: WWWMAJESCOSALES.COM 


ied, blue, yellow and green M&Ms get together for a 

big board game challenge in Majesco’s M&M's Blast. 
Pick a color, roll the dice and hop across one of four huge 
boards. Board game themes include the candy-filled Sweet 
Dreams and the scary Haunted House. Up to four pieces can 
participate in each game, with any mix of player-controlled 
and computer-controlled pieces. 


When you land on a space, you might face one of several 
consequences. You could win Minis, lose Minis, jump ahead a 
number of spaces, go back spaces or swap places with 
another piece. In some areas, youll have a chance to run 
around freely and collect Minis while you avoid a variety of 
dangers. 


As you play the board game, you'll participate in a wide 
variety of minigames, In the Candy Catch game, you must 
move left and right to collect falling Minis. The Miniature 
Golf game challenges you to putt the ball in the hole using 
fewer strokes than your opponent(s). The Candy Match 
game is a symbol-matching variation on Concentration. 


At the end of every minigame, players are awarded Minis 
according to how they performed. After you play a 
minigame as part of a large board game, the minigame will 
become available as a separate menu selection. 


Throw the dice on ene cf four diff- 
ent boards, move your pleco and 
] face the consequences. 


| Terget Shoat In one of more thee 

a dozen ton minigames. Yoar 
cherecter will get slozer to the 
finish Hee every time you hit the 
farget. 
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BATMAN 


PROTECT GOTHAM CITY AS BATMAN AND 
OTHER DC COMICS SUPERHEROES. 


GENRE: ACTION 
PLAYERS: 7 
RELEASE: NOW AVAILABLE Violence 
PUBLISHER: UB! SOFT 2 
WESSITE: UB/.COM/US/ 


he Joker's wild in Gotham City, and so are local 

supervillains Harley Quinn, Mr. Freeze and Poison 
Ivy. In a twisted plot loosely based on the story from 
Batman Vengeance for the Nintendo GameCube, Ubi Soft’s 
GBA version sends you on a caped crusade across 21 levels 
of side-scrolling action, puzzle solving, Balmobile racing 
and Batplane piloting. 


Between each level, gorgeous still images worthy of a 
graphic novel illustrate the devious comic-book story, and 
Batman, Robin, Batgirl and Nightwing make heroic appear- 
ances. You can play as all four superheroes, and theyll have 
a utility belt full of crime-fighting tools to use. 


As Batman, you can cruise in the Batmobile or explore side- 
scrolling levels on foot. Thugs ranging from plant monsters 
to rocket-launching soldiers lurk around every corner, and 
the Dark Knight can battle them with punches, kicks, 
Batarangs and smoke pellets. For head-scratching fun, 
Robin's puzzie levels let you play as the Boy Wonder in lop- 
down mazes, where you must push boxes and pilot the 
remote-controlled Batcrawler. As Batgirl or Nightwing, you 
can take to the skies for shoot-emrup side-scrolling in the 
cockpit of the Batplane. 


With loads of wham-bam fun and diverse game play, 
Batman Vengeance will please action fans as well as fans of 
DC Comics and the Caped Crusader's WB animated series. 


side-scrolling areae wiih ihe halp 
of your Gat-Grapple. Eventually, 
yau'il face oft agalns suparvii- 
lalus Including tha Joker and Mr 
Freeza. 


‘After you've fiaished all 21 levels 
oi Story Mode, you'll receive & 
password ihai wiii unlock Advance 
Mode. The bonus move ieatures, 
fimed versions oi various levels. 
Beiore time runs oat, you must 
compleie a speciai mission, such 
a5 tindieg three hidden data disks, 


THE FLINTSTONES: BIG 
TROUBLE IN BEDROCK 


HELP FRED SAVE BARNEY FROM A MODERN 
STONE-AGE TRAGEDY. 


GENRE: PLATFORM EVENY OnE 
PLAYERS: 7 

RELEASE: NOW AVAILABLE 

PUSLISHER: CONSPIRACY ENTERTAINMENT §$=esnn 
WESSITE: CONSPIRACYGAMES.COM 


kt: quitting time at the quarry where Fred and Barney 
work, but Barneys nowhere to be found. Fred doesn’t 
have to walk far to find out that the evil Dr. Sinister has kid- 
napped his little blond buddy. You must locate Dr. Sinisters 
new hideout and rescue Barney—but it won't be easy. The 
once-friendly Bedrock streets are overrun with malfunction 
ing lawn mowers, barbecue grills and more thanks to Dr. 
Sinister! 


Fred has many different abilities and ilems that help him 
with his Barney quest. He can jump, and there are weapons 
he can pick up from the first levelon that will help him tackle 
Bedrock and beyond’s mean streets. In later levels, Fred can 
find the Great Gazoo pick-ups to gain the ability to Judo-Chop 
and Double-Jump. Fred's weapons include a club he can 
swing for a shorttime and similarly temporary bowling balls 
he can roll at enemies. Fred can pick up items such as clams 
that earn him an extra try for every 50 he collects, Cactus 
Coolahs that give him a short-lived speed boost, and Bronto 
Ribs that restore one of his limited hit pomts. 


The four areas that Fred visits are cleanly illustrated in clas- 
sic Hanna-Barbera tradition. The firs! three large ievels are 
set in Bedrock, and there are three levels each in the Wild 
West, Haunted House and Dr, Sinister Island areas as well. 


There are three difficully levels of Bedrockin’ play: Easy, 
Medium and Hard. 


Or. Sinister Is @ villain from the 
fifth seaeoe ol “The Fliststones.” 
Everyone thoght that he'd sank 

] lato the esa with his first hideoul, 
but everyone waa wrong! 


You wan't know what the Great 
Gazoo has In store ‘or yos ontil 
you pick him ep. Thare are usesl- 
ly eevaral Gezoos hanging aroand 
each ievei. 
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AMERICAN BASS 
CHALLENGE 


FISH YOUR WAY TO THE TOP IN UBI SOFT’S 
TOURNAMENT-STYLE FISHFEST. 


GENRE: SPORTS EVERYONE 
PLAYERS: 1704 

GAME LINK: SINGLE-PAK 

RELEASE: NOW AVAILABLE gine 
PUBLISHER: Us! SOFT 

WEBSITE: UBI.COM/US 


merican Bass Challenge is for big fish and small fry 

alike, Practice and Quicktish Modes let you dive into 
the action without having to worry about earning good 
lures or staying within the rules of a tournament, and you 
can quit at any time without losing your place. Tournament 
Mode is much deeper—it will teach you just as much about 
fishing in the game as Practice Mode does, 


The game has room to save three fishers, and you can 
choose the gender and color scheme of each cbaracter. You 
can save your character's progress in Tournament Mode, 
as well. 


You'll begin Tournament Mode as an amateur trying to 
work your way up to the pros. You're given three lures, a 
simple lish finder and the option of having a guide tag along 
with you. The guide will provide some good insights, 
though you may want to believe the fish finder over the 
guide at times. 


If you can place in the top three of the first amateur tourna- 
ment, you'll be on your way to another amateur event. 
Place in the top three again to move on to the pros. Your 
guide will jump ship once you've made it to the pros. The 
weights required to qualily increase greatly as you 
progress in the game. 


Take sloeg e gelde derieg your 
first toamonmnt. The gelde will 
givn yoo tips, aed after yon've 
‘woo n tew rounds, ynur onide will 
rewnrd you with lures! 


You mast placn In thn tnp thren In 
two nmatner turenments hrinre 
yoe cas go pro. Dos’t sweat It— 
yoe't! seed the practice It you 
weat to compnte Ie the hig posd. 
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AN AMERICAN TAIL: 
FIEVEL’S GOLD RUSH 


EUREKA! THE CARTOON MOUSE IS BACK 
AND HE'S GOING FOR THE GOLD. 


GENRE: ACTION EVERYONE 
PLAVERS: / 

RELEASE: SPRING 2002 

PUBLISHER: CONSPIRACY efne 


WEBSITE: CONSPIRACYGAMES.COM 


tevel the mouse immigrated from Russia to New York 
in his first animated film, An American Tail. In the 
sequel, he headed out west, and he’s retracing the steps of 
his cross-country journey in An American Tail: Fievel's 
Gold Rush. Moseying back to the Wild West, Fievel is on 
the hunt for gold and pieces of a treasure map leading to 


__ his canine pal, Wylie Burp. 


Fievel’s side-scrolling expedition starts in New York, and 
the cheery platformer is filled with coast-to-coast plat- 
former thrills, including gaps to leap across, elevators to 
ride and feline foes to defeat. Every colorful level contains 
100 gold bars to find (if you pocket all of them in a level, 
you'll win an extra life), and much of the treasure is hidden 
in hard-to-reach places. 


Steam-spewing pipes, rolling barrels and other mouse: 
traps make the trip a hazardous one, and enemies such as 
rats and cats will try to stop Fievel in his tiny tracks. To 
fight back, Fievel can toss his magical cowboy hat, which 
works like a boomerang. 


Mainly for younger gamers, An American Tail: Fievel's 
Gold Rush features kid-friendly, hop-and-bop game play 
that will challenge players who want toscore 100% inevery 
level. Since you don’t have to find every gold bar, the game 
is also manageable for beginners, which makes the adven- 
ture as good as gold for Fievel fans of all ages. 


Fleval cae toss hin cowboy hnt at 
ganmies tn stun or dninnt them. 
Thn hat reagleatly returns tn 
Finval, so tt you Innyn it bahind, 
‘it will evantuntty reappner ne top 
nt the mnese’s hnad. 


You win reora potnts by posneing 
ne he nnnmy, $0 strike tt rick le 
Flevel’s Gold Resh by os 
top of baddies rethne than attack- 
Jag them with yoor haf. 
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MONSTER COLLECTING MEETS DUNGEON 
CRAWLING IN AIA’S CLEVER NEW RPG. 


GENRE: FPG 
PLAVERS: 7 702 
GAME LINK: MULTI-PAK Violence 
RELEASE: NOW AVAILABLE SSRs 
PUBLISHER: AIA 
WE®SSITE: AIAGOTGAMES.COM 


rave dungeons and battle monsters in a quest to 
become the ultimate adventurer in Dokapon, a new 
RPG adventure from AIA, 


As the hero, it is your mission to earn an adventurer’s license. 
To do so, you must brave multiple dungeons scattered 
around the island of Dokkano and locate hidden treasures— 
all while capturing or besting a host of fierce monsters. 


You have two basic attacks—a normal attack with your 
equipped weapon and a special attack based on the classic 
schoolyard game rock-paper-scissors. Special attacks cause 
greater damage, but they can be nullified if the enemy 
chooses a certain defense. Defeated enemies will give you 
experience points, which you can use to raise stats such as 
attack, defense and hit points. 


Players can also capture monsters and use them in combat. 
‘To catch a monster, you must set a trap and then defeat the 
monster in battle. Once you do, it will follow you around and 
grant you extra attacks. You can have up to four monsters 
at a time—any extras will reside at a monster ranch where 
they'll receive additional training. 


Dokapon boasts 150 different monsters, over 50 different 
weapons, randomized dungeons, colorful graphics andtons 
of secret items and treasure. 


Randomized dengeons meen 
yoe'll never explore the same 
area twice. Yoo san eleo combine 
two weapons together fe create 8 
4] new weapon—there are huudrede 
of possible combinations, 


Bon’t forget fo grab ¢ friewd for 
tmulfipleyer mode, where you cau 
exchenge items and weapous or 
duhe ff out Inthe Aranc. In the 
Arena. you can elther fight for fun 
or bove fae loser forteit whatevar 
waepon end edlefl be or she bas 
‘Are You ready te axchange? [LUTTE 
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MOTOCROSS MANIACS 
ADVANCE 


GET YOUR MOTOR RUNNING WITH POWER- 


UPS AND NITRO BOOSTS , .. AND ZOMBIES. 

GENRE: RACING erin 

PLAVERS: 1704 nate 

GAME LINK: SINGLE-PAK/ Viglanes 
MULTI-PAK 

RELEASE: SPRING 2002 EShs 


PUBLISHER: KONAM 
WEBSITE: WWW.KONAMI.COM 


hile THQ's Moto GP (see page 110) !eans more toward 

the sim side of cycling, Konami's Motocross Maniacs 
Advance bartels full-speed ahead toward the arcade side of 
racing. Motocross Maniacs Advance is a sequel to the Game 
Boy and Game Boy Color side-scrolling cycling games, and 
the tricked-out update plays like a cross between the classic 
version of Excitebike and a kartracer. 


MMA features six Championship circuits, and the 12 courses 
take you through crazy locales, such as the underwater 
depths of Blue City, the tiny toy world of Pocket Circuit and 
the techno landscape of the D.D.X. Remix track. 


Your bike has limited gas and nitro boosts, so you must catch 
air off ramps to cruise through the strategically placed refills. 
Other power-ups, including rockets and mines, enable you to 
stall the competition. If you turn in a fast time or high score, 
you can attempt to shatter your recordin Attack Mode. 


Not your typical racing game, MMA stands apart from the 
pack with Action Mode, which boasts three arcadeflavored 
minigames. In Zombie Attack, you must knock downreadside 
ghouls by boosting into them. Hidden Lab has you spinning 
your wheels on a conveyor belt to collect stars and dodge 
hazards, and Bomb Tag is both a frantic race and explosive 
match of hot potato. One to four players can play Action Mode 
using the SinglePak option, while the normal courses are 
available for up to four racers asa Multi-Pak option. 


Stock up on nitre beesis end fuei. 
Nitre enahles yos to iaunch off 
ramps, while ges heepe you fu 
the geme. Yeu'ii lose 
Champiceship Mode if you ron 
out of ges, st keep ou eye out for 
the tuei retilis. 


Motocross Meuiecs Advauce 
wheels out the wackiness. Dne of 
the goofy power-eps sends e tiny 
lagafong chasing after your Sihe. 
yu rselng partner will change 
ou which ef the elght 
ne yoe're uslug—it you're 
ployiug as Australiew Lexie, @ 
kaugeroo will tail you. 


BUYER'S GUIDE 


BROKEN SWORD: THE 
SHADOW OF THE 
TEMPLARS 


UNRAVEL THE MYSTERY BEHIND AN 
ANCIENT AND DEADLY SECRET. 


GENRE: ADVENTURE TEEN 
PLAVERS: 7 
RELEASE: SPRING 2002 


PUBLISHER: BAM! 
ENTERTAINMENT 


WEBSITE: BAM4FUN.COM 


Mild Violence 
Suggestive 


Themes 


he popular PC title Broken Sword: The Shadow of the 

Templars makes turning handheld debut on the 
GBA. The adventure g. its a man named George 
Stobbart against powerful foes as he races to discover the 
secrets of the Knights Templar, an ancient band of warriors 
who hid a magnificent treasure before they were wiped out 
by the Inquisition. As George, you must travel the world, 
gather clues andretrieve artifacts in your mission to discover 
the chilling secret of the Templars, 


Game play is similar to Shadowgate 64 and Maniac 
Mansion~you search areas for items and clues, then use the 
items to solve puzzles or glean information from a variety of 
nonplayer characters. Many games in this genre force play- 
ers to examine every single pixel in the hope that it contains. 
a usable item, but Revolution Software—the developers of 
Broken Sword for both PC and GBA—have devised an ele- 
gant solution tothe problem: Gamers can scan every interac- 
tive item in sight by simply pressing the L Button. Items 
already in your possession are accessed with the R Button, 
while all other commands are initiated with the A Button, 


The graphics consist of beautifully rendered backgrounds 
and fully animated characters interspersed with colorful cut 
scenes that show the action. Laugh-out-loud-funny dialog 
and a moody sound track by film composer Barrington 
Pheloung add humor and tension at appropriate moments. 


‘Whe mver possible, Revi 
has used pictures inste: 
words. It yos need to 8: me- 
ey one about a mysterious stranger, 
8 pletere ot the stranger will 
Oppear in the top-letf corner, 


One of the main plot threads 
revolves arosnd a psychotic 
clown. As you can see, the cine- 
ma cut scenes are se molistic yee 
mey never go to @ clreus again. 


NINTENDO POWER ADVANCE 


UBI SOFT BRINGS THE THRILL OF WINTER 
OLYMPICS COMPETITION TO THE GBA. 


GENRE: SPORTS EVERYONE 
PLAYERS: 1704 
RELEASE: NOW AVAILABLE 
PUBLISHER: UB! SOFT 
WESGSITE: UB/.COM/US 


lympic glory will be yours when you master the win- 

ter sports events of Ubi Soft’s Salt Lake 2002. Youcan 
customize your own run through the six selectable events, 
join a field of competitors from 16 countries in any single 
event or take on a series of chailenges that will raise the bar 
and unlock a new level of difficulty. Up to four players can 
join in on the competition, with no additional GBA systems 
or Game Paks required. 


The Ski Jumping competition tests your balance and timing. 
‘You'll wait for the wind to blow in your favor, then fly off the 
ramp and stay centered as you come in for a landing. 


Accuracy and timing come into play in the Curling competi- 
tion. After you let go of the stone, you'll instruct your sweep- 
ers to clear the ice and guide the object to the target. 


Two skiing competitions and a snowboarding competition 
send you down the slopes in a hurry. You can build up your 
power for a good start, then blast out of the gate and head 
for the goal, In slalom competitions, an arrow points you to 
the next gate, 


The Bobsleigh competition is a shuddering run through a 
halfpipe. To shave seconds off your time and stay upright, 
you must watch a balance indicator and match it as you go. 


yon meet goals in ell sie 
events, yor can take on the chet 
4 lenges of e higher difilculty 


| Many of the events, like the two- 

man Bobotetyh, challenge yor te 
engage tn eclivities that test your 
timing, betence end ability te 
match the actions of 6 moving 
object. 
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Embark on an incredible journey and Mast the universe from evil tke your powers to help Goku defeat ry 
enemies and fulfill his legacy as the greatest warrior ever known! 


WENTINGO, PORTER, AME RAT, KAI ARE AVANCE ANUNETONVICLAL EEAG ANE TRACLMASES OF MRTERDS. mass MTINO®. Coem a SYUNPD SHULER, TON ANIMATION. 
[BY FUNPWAT OA PRODUCTIONS, LTH, ALL MGHTS RESERVED BQASOW QALLZ AMR ALL LOGS, CHARACTER MAMES AMG RUBTHOCTIVE LWUMESSES THUDLOY ARE TRADEMARIS 08 TOL ANIMATION, ALD. OTHER. 
tsi 


ucupsee 


9 TRADEMARKS ARE THE PROPERTY 0 THOM RESPECFIVE OWNTRS, OANWACTUNED ARG MARKETED OP MRFDCMAMES, bec. RE TOR, RW YOR. 


‘Logg w 
‘THADEMARKS Of REGIETE 


BEY «COMING MAY RO02 wi oem 


us.infogrames.com 


PUZZLE GAMING GETS WILD AND WOOLLY 
IN CAPCOM'S BARNYARD BRAIN-BUSTER. 


GENRE: PUZZLE EVERYONE 
PLAYERS: 7 

RELEASE: NOW AVAILABLE 

PUBLISHER: CAPCOM ene 


WEBSITE: CAPCOM.COM 


apcom's Sheep is soft and fluffy fun that’s as hard as 

nails. Filled with acres of puzztes dressed in sheep's 
clothing, the tricky action game will baffle (or is it baa-fle?) 
even the smartest of players. 


In Sheep, you play as a sheepherding dog who's in charge of 
chasing a flock of fuzzies across mazelike pastures to lead 
them into the back of a waiting truck. Along the way, you 
must doggedly guide the sheep away from roving combines, 
shearing machines and other dangerous farm equipment. 


Your fleecy friends come in four varieties, ranging from 
sheepish pushovers to woolly bullies that are a bit more 
stubborn. A rare radio power-up can turn you into the Pied 
Piper of sheep, but most of the time you'lt have to rely on 
your wits and a few good barks to direct the wandering 
sheep to the goal. 


Much of the challenge comes in figuring out how to reach iso- 
lated sheep or the faraway goal before time runs out. Springy 
platforms can jettison your flock over obstacles, and you can 
persuade the sheep to jump into hovering bonus stars. 


In Arrange Mode, you gain experience points for your sheep- 
herding successes, and your flock will grow faithful or feisty 
depending on how you treat them. If it’s action-oriented puz- 
ale fun you're after, Sheep's stumpers will leave you scratch 
ing your head like you're wearing an itchy wool cap. 


The ohject te fo direct the sheep 
toward the truch. The sheep 
‘would rather hang out where they 
ere, so yeu must ligure out how 
te guide them to the truch without 
leadieg them Into the hazardous 
farm machleery. Leave a irall ot 
caady to lure them to the goal. 


‘Sheep can't cross waler (the 
woolly critters might shrinh, alter 
all}, ¢0 you must guide them 
toward spriegy plattorms, which 
cae catapult them over eveame 
aed teeces. 


NINTENDO POWER ADVANCE 


NBA JAM 2002 .-| 


TAKE IT TO THE HOOP IN THE LATEST 
UPDATE OF A WILD SPORTS CLASSIC. 


GENRE: SPORTS eveavoee 
PLAYERS! 1 

RELEASE: NOW AVAILABLE 

PUBLISHER: ACCLAIM SPORTS ects 


WEBSITE: WWW.ACCLAIMSPORTS.COM 


he blazing-hot acrobatic action of NBA Jam 2002 will 

put you in a hoops frenzy as you guide NBA stars 
through amazing hardwood heroics and impossible stunts. 
The two-on-two play features six selectable players from 
every NBA team. You can play through a full season, jump 
into the play-offs or enter Head-to-Head Mode, which allows 
you to go up against any computer-controlled tear. 


The high-flying moves include monster dunks, long- 
distance shots from way beyond the arc anda collection of 
flipping and turning moves that put anew twist on the term 
“fantasy basketball.” 


Players rate in four skill categories and carry an overall rat- 
ing. You can substitute your players at the beginning of 
each quarter to put some fresh legs into the mix. 


fn Jam Mode, the court shows hot spots and generates 
power-ups that add to your abilities. In HORSE Mode, you 
must match the moves of your opponent in a never-ending 
challenge. Button instructions appear at the bottom of tbe 
screen. If you follow the instructions toa T, your player will 
pull off an amazing move. 


In addition to the home courts of every NBA team, the 
game features two concrete courts—one with a street 
background and one on the beach. 


4] You can select players fram every 
NBA squad. Six pleyere from each 
team ere represested. If you want 
fo change mics ol the 
geme betwees quertere, you cae 
call for substitutions. 


dom Mode makes the actice eveo 
more outregeous. Het spots show 
you where to ehoot from, end 
power-ups edd to your ebilitieu. 
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iGapcomis; limeless Fighting Masterpieces 
iGonquerthe|Game|Boy’ Advance System: 


E VIOLENCE 


INSPECTOR GADGET: 
ADVANCE MISSION 


WOWSERS! THE GOOFY GIZMO-OUTFITTED 
AGENT GO-GOES ADVANCE. 


GENRE: ACTION 
PLAYERS: 1703 
GAME LINK: MULTI-PAK Violence 
RELEASE: SPRING 2002 
PUSLISHER: DREAMCATCHER 
WEBSITE: DREAMCATCHERGAMES.COM 


ike a bumbling James Bond whose high-tech gizmos 

are robotically rigged to his body, Inspector Gadget 
fights the world’s crime but he doesn't do it alone. If you ever 
watched his ‘80s cartoon series, you'll know that the bionic 
secret agent gets by with the help of his niece, Penny, and her 
dog, Brain. True to the show, DreamCatcher’s globe-trotting 
action game is lively and zany, and you'll have to rely on all 
three characters to crack the mad caper. 


On a mission to stop Dr. Claw, who's planted mind-control 
machines at famous landmarks, Inspector Gadget and crew 
explore the Statue of Liberty, Big Ben, the Eiffel Tower and the 
Great Pyramids of Egypt. At every tourist stop, you'll have to 
switch the character you're using, since Gadget, Penny and 
Brain have unique abilities. 


As Gadget, you'll have a trench coat full of wacky inventions 
touse, including a thug-thwacking hammer that sprouts from 
his hat and skis and roller skates that pop out of his shoes. 
Penny is the clever one, and she'll be able to short-circuit 
trobots with her computer. She can also swim, while Brain can 
doubie-jump or don a penguin disguise to sneak past enemies. 


Up to three players can link up and play as one of the charac- 
ters ina cooperative adventure. Gadget, Penny and Brain can 
each access special areas, so fans of character-swapping plat- 
formers will find that Inspector Gadget: Advance Mission is a 
kooky case worth investigating. 


‘J Yoa can play 6¢ Inspector Gedget, 
Penny or Sraia. Each character has 
spacial abilities, so you'll have to 
figure out which do-gooder Is right 
for the job. Garget is the best lor 
fightiag, and hls cool gizmos give 
him aa advantage over Or. Claw's 
hapless thugs. 


Tho side-scroller ts filled with 
hidden areas, so keep on eye ost 
far claza. Caln tarmations 
asrangad In an arrow point to 
secrat pleces stockad with boaus 
items. 


TOM CLANCY’S RAINBOW 
SIX: ROGUE SPEAR 


SNEAK BEHIND ENEMY LINES WITH ALL 
YOUR FRIENDS IN A PLANET-SAVING PAK. 


GENRE: ACTION 
PLAYERS: 7704 
GAME LINK: MULTI-PAK 
RELEASE: SPRING 2002 
PUBLISHER: UB! SOFT 
WEBSITE: UB/.COM/US 


Animated 
Blood 
Violence 


fibers 
jobdone with assault rifles and demolitions equipment 
in the Rainbow Six video game series, which first targeted 
Nintendo fans on the N64. Now the Rogue Spear sequel strikes 
with a story line that's been written just for the Game Boy 
Advance. Ready to take on gun-toting tangos again before 
they subvert the worlds government? 


Half the thrill of a Tom Clancy gameis discovering whos real 
ly pushing the buttons behind all the enemy activity, 
especially when the plot involves a “Rogue Spear,” which is 
spy jargon for a devastating nuclear weapon that’ fallen into 
the wrong hands. 


Rogue Spear's single-player mode puts you in charge of 
assembling a team of four operatives, drawing upon 
Assault, Recon, Sniper and Demolitions members and their 
unique skills. 


In multiplayer Cooperative Mode, up to three players con- 
trol an operative during missions, so that one player might 
throw a flash grenade into a room, while a second rushes in 
with an assault rifle and a third snipes out a sniper who's 
watching from above. And ior sheer fragfest fun, multiplay- 
er Adversarial Mode drops missions in favor of arena 
combat for up to four players. With its original plot and mul: 
tiplayer mayhem, the Rainbow Six series hits Nintendo 
ground running yet again. 


sysiore 

iodividuel eperatives—and then 
jet thalr Al take ovar. Or yoa caa 
almply lat tham tollow you and 
watch your back. 


Ploy with headphoves ond turo up 
the volurse—the sound design 
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Surprise sttack resi 
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JONNY MOSELEY 
MAD TRIX 


HIT THE SLOPES FOR DOWNHILL DERRING- 


DO WITH WORLD-CLASS SKIERS. 

GENRE: STUNT/RACING EVERYONE 
PLAYERS: 1 

RELEASE: NOW AVAILABLE 

PUBLISHER: 300 esa6 


WEBSITE: WWW3D0.COM 


lympic gold medalist Jonny Moseley has taken ski- 

ing to the extreme, and 3D0's stunt game has been 
janrpacked like a well-made snowball to include all of the 
champ’s high-flying, powder-pounding tricks. The freeski- 
ing free-for-all features over half a dozen skiers, including 
2001 Winter X Games gold medalist Tanner Hall and a band- 
ful of gnariy fictional characters. 


Each skier boasts 29 tricks, including signature grabs, grinds 
and air tricks. As you schuss down the slopes and swerve 
between the moguls, you can perform wild stunts such as 
Jonny's variation of the rodeo maneuver, the Dinner Roll. 


You can compete in six main courses set in exotic—and often 
bizarre—locales. In snowed-in Africa, you race and go for a 
high trick score on the slopes of Kilimanjaro. The Peruvian 
course at Machu Picchu features Incan pyramids, while an 
uncharacteristically frosty Las Vegas is a wonderiand lined 
with bright lights and slot machines. 


To bag big points, you can trick off ramps, rails and train 
tracks. You can also boost your score by skiing into the col 
lectible coins and bonus multipliers that appear strategically 
throughout each run. 


Even the music goes big in Mad Trix. Saliva's “Click Click 
Boom” andother remixed tunes (with partial vocals) are sure 
to keep the action as rocking as the mad, ice-cool stuntwork. 


BY You coe catch monster ir off the 
ramps. Use your sir time to best 
oul cool stunts such 90 the 
Taligrsb. Smokestack, Rochst, 
Mute aed other Mad Trix. 


By pertormieg ail 29 stunts ine 

4 skies’s Trick List or by wieeieg tho 
gold medal oe 2 course, you car 

ueloch edditiosol cherscters, The 

mysterious Skier X hes great 

sats, 


DISNEY’S PETER PAN: 
RETURN TO NEVER Lann\ *\ 


TAKE A FLIGHT OF FANCY WITH THE BOY 


WHO REFUSES TO GROW UP. 

GENRE: ACTION EVEYOW 

PLAVERS: 7 Mild Violence 

RELEASE: SPRING 2002 

PUBLISHER: DISNEY cane 
INTERACTIVE 


WEBSITE: DISNEYINTERACTIVE.COM 


jeter Pan returns to the big screen and makeshisGBA 

debut this year witha new adventure. It all begins in 
London, where Peter convinces his ald friend Wendy tolet 
him take ber children, Jane and Danny, on an adventure to 
Never Land. What begins as a fancy-free journey to the 
world of magic and pixie dust turnsintoa dangerous fightto 
save Tinker Bell and the Lost Boys from the grasp of 
Captain Hook. 


From the London streets to the forests of Never Land and 
the deck of the Jolly Roger, Peter jumps, flies and fights his 
way to the goal. As you guide Peter on his journey, you can 
collect feathers to earn extra lives, pixie dust to add to your 
flying abilities, and life-replenishing hearts and apples. 


When you come across Captain Hook and his henchmen, 
you can fight them off by stomping them or tossing objects 
in their direction. You can also master the art of hand-to- 
hand combat witha sharp knife. 


By collecting movie canisters, you can unlock four sbort 
scenes from the Return to Never Land movie. You can also 
unlock two bonus games when you discover hidden Pan 
Pipes. There are three pipes in each location. After you 
complete all of the levels in a location and collect ali of 
the pipes, you can enter either the flight game or the 
cannonball firing game for a chance to earn an extra life. 


childrse end cojiect enough pixio 
dust to stay elott. 
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SIGN UP FOR A FUTURISTIC TOUR OF OUTY AS WAR RAGES ON THE COLONIES OF MARS. 
ASSUME TACTICAL COMMANO OF AN ARMY OF MECHS, ENHANCE THEIR ABILITIES ANO WEAPONS, 
THEN GUICE THEM INTO BATTLE. SAVING THE SPACE COLONY IS NOW IN YOUR HANOS... 
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ECKS VS. SEVER A 


THE MOVIE’S NOT OUT YET, BUT YOU CAN 
GUN FOR COSTAR STATUS RIGHT AWAY. 


GENRE: ACTION/SHOOTER 
PLAYERS: 1 TO4 
GAME LINK: MULTI-PAK 
RELEASE: NOW AVAILABLE Ese 
PUBLIBHER: BAM! ENTERTAINMENT 
WEBSITE: BAM4FUN.COM 


Violence 


ntonio Banderas (from Spy Kids) and Lucy Liu (from 

Charlie's Angels) are siated to star in this upcoming 
action movie, which may hit theaters in late 2002, but 
gamers can star in the title roles of this spy-versus-spy first- 
person shooter right now. 


Ecks vs. Sever's plot follows two secret agents, both brilliant 
assassins, as they attempt to eradicate each other—at least 
until they begin to realize that they're both pawns in a con- 
spiracy that threatens them both. 


Players can select either Ecks or Sever, then play through 12 
missions from each assassin’s perspective. But it’s not just a 
superficial character change—the mission experience 
changes. For example, in one mission, Ecks must escape a 
buiiding in three minutes before a bomb blows. Sever plant- 
ed the bomb, and during her mission, she must escape the 
building via a much different route. 


Ecks vs. Sever offers three multiplayer options, all for two to 
four players. Deathmatch rageson during either atime limit 
or a frag limit, offering eight battle arenas that range from 
city streets to military barracks. Bomb Kit pits players in a 
race to be the first person to coliect thescattered pieces of a 
bomb—and use them to blow upan enemy mainframe com- 
puter. Assassination puts one player in the shoes of an assas- 
sin hunting down a target, while all other players try to pre- 
vent the assassination from occuring. 


Missions chenge whether you're 
playing wiih Ecks ar Saver. in 
Missian 3, Ecks mast snipa at 
Saver whila sha throws grenades 
through windows. Maanwhile, 
SWAT egents swarm the streets, 
Queeleg tor you, 


] Whee picyleg Sever durieg 
Mission 3, tha tamala assassle 
lobs grenadas at Ecks as ha 
attempts to ahoot har trom tha 
street. Uitimately, ehe must 
focate en encrypted disk that fur- 
ther exposes ihe conspiracy. 


BOMBERMAN MAX 2: 
RED ADVANCE AND 
BLUE ADVANCE 


TWO GAMES, TWO HEROES AND A LOT OF 


TINY LITTLE BOMBS. 
GENRE: ACTION 
PLAVERS: 770 4 
QAME LINK: 
MULTI-PAKISINGLE-PAK 
RELEASE: SPRING 2002 She 
PUBLISHER: MAJESCO 
WESSSITE: WWW.MAJESCOSALES.COM 


vil Mujoe, leader of the Hige Hige bandits, wants to 

control the universe, but Bomberman and bis fellow 
do-gooder, Max, stand in his way. Mujoe plants the Mini-Mini 
Device at Bomberman HQ and shrinks the explosive pair 
into tiny little bombers. Bomberman and Max are so small 
that they're able to bitch aride on their pet-sized compan: 
ions, the Charaboms. 


The miniature Bomberman and Max must bomb their way 
past soft blocks, pacing enemies and other traditional 
Bombermancstyle obstacles. Dr. Ein appears at the begin- 
ning of each level to set the objective. Along the way, you 
will pick up new Charaboms, which you can ride. 


The major differences between the two games are the lead 
characters and the available Charaboms. In Bomberman 
Max 2; Blue Advance, you'll play as Bomberman, and your 
first Charabom will be Pommy. In Bomberman Max 2: Red 
Advance, you'll play as Max and your first Charabom will 
be Dorako. 


In addition to the large, traditional Bomberman game, there 
are several multiplayer options, You can play a four-player 
action bombing game with a single Game Pak and the 
appropriate Game Link Cables, or, if you have two Game 
Paks and Game Link Cables, you can merge or battle your 
Charaboms with another player's. You can also trade areas, 
or “Pitch” between Game Paks. 


You play as Guster, wandering 
through sids-ecroiling ereas to 
boat ap nightmarish creatures. Te 
fend them off, yoa can use cani 
combo-based attacks. You can also 
get by with a litle help from your 
trents—ke Plucky Duck, who'll 
dump envils on the enemias. 


I Guster’s cartooe-kickla’ moves: 
eren't doieg the trick, press 6 to 
sammol ity Toons heiper. it 
Fifi ts yoar partnar, sha'll teaceh 
@ stink bomb. You can chaose a 
new portner before you start 
edvanturing through = eew level. 
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THE LESENOARY ACTION KIT. 
NOW FORTHEGAMEBOY =, 
AOVANCE SYSTEM! bos 


‘The Best of the Best: arm your squad 
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MIKE TYSON 
BOXING 


TAKE ON THE BEST IN THE WORLD WITH 
UBI SOFT'S REALISTIC NEW BOXING SIM. 


GENRE: SPORTS 
PLAYERS: 7702 
GAME LINK: MULTI-PAK 
RELEASE: SPRING 2002 
PUBLISHER: UB/ SOFT 
WEBSITE: UB/.COM/US 


Violence 


T rain, strain and brawl your way to the top of the box: 
ing world in Ubi Soft's Mike Tyson Boxing. As a young 
boxer in one of three weight classes, you must chalienge 
and defeat over 70 unique fighters for a chance at the cham: 
pionship belt. You can also take on a friend if you have a 
Game Link Cable and two copies of the game. 


There are two main one-player modes: Showcase and 
World. Showcase lets you lead a pugilist through a number 
of grueling matches in an attempt to unite the WCB and IFB 
belts. There are no weight classes in Showcase Mode, so a 
lightweight can fight a heavyweight in a no-holds-barred 
slugfest. World Mode lets you train a boxer and take him 
through the ranks for a shot at the world championship You 
must come up with a training schedule, keep close watchon 
the competition and practice at the gym before you throw a 
single punch. Once you're in shape, you can challenge fight- 
ers in your weight class. You can either fight every match 
yourself or turn on a Management option that lets you train 
the boxer while the computer fights for you. 


The boxing mechanics are highly realistic. The game uses a 
third-person viewpoint with the camera placed behind 
your fighter. As you move, the ring rotates to keep pace 
with your fancy footwork, You can throw 14 different kinds 
of punches at any time, but you must learn which punch is 
effective in certain situations. Your boxer can also block or 
dodge if he’s on the detensive. 


Boxlag ta a toagh apart, and Mike 
Tyson Soxiag doesn’ skimp ae 
the rough aluff, Yoa'll aaa sweat 
fly, frulses form, black eyes 
swall aad hlood flow as you duke 
Wt out to tha ring. Ear hiting, how- 
aver, Is nal allowed, 


Training is an Impartant aad 
fricky part ol tha gama, but Mr. 
Tysoa will affer halptul advica It 
you ask. You cae alao read tha 
dally sparts page to fed out intar- 
motios o8 the other boxers. 


Kee NINTENDO POWER ADVANCE 


MONSTERS, INC. 


PICKING UP WHERE THE DISNEY MOVIE 
LEFT OFF: BOO’S ON THE LOOSE AGAIN! 


GENRE: ACTION EVENYONE 
PLAVERS: 7 

RELEASE: NOW AVAILABLE 
PUBLISHER: THQ 
WEBSITE: THO.COM 


ovable blue lunk Sulley and his pea-green sidekick, 

Mike, are called back into action when human tater 
tot Boo crawls back into Monstropolis. Their nemesis, 
Randall, also returns to the scene of the crime, still bent on 
making Sulley and Mike's lives difficult, this time by 
breaking Boo’s bedroom closet door into pieces and scatter- 
ing them across the city. So while Mike babysits the 
contraband tyke, Sulley must scour the city for broken 
door pieces. 


Every time afresh game of Monsters, Inc. is started up from 
the beginning, the Pak randomly generates new levels for 
maximum replay value. But just playing through once is 
quite an epic, with over 20 Monstropolis levels to explore. 


Door pieces aren't the only items that Sulley must keep an 
eye out for—he can't use his attacks without finding the 
candy and laugh canisters that fuel his fire. And with ene- 
ties behind nearly every door, he’s got to scrounge up lots 
of health hearts to keep him roaring along. 


Fortunately, he can escape to bonus sledding missions in 
the Himalayas, during which he can scoop up plenty of 
power-ups on the slopes. 


With its colorful level design and cut scenes that slip movie 
stills into the Game Boy Advance, the lively Pak scares up 
simple fun during its return trip to Monstropolis. 


Sulley trompa through exiensiva 
lavela of Monstropalla In seareh 
al daor places. Sacause tha 
tooma crawl with agents from tha 
Child Detectios Ageacy, he's gat 
“Hi ta stay ov his toes—or use his 
Roar Attack aed Laugh Lasecher 
to knack tham off thalre. 


la 
quest ta gat Boo hack hama. 
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PLANET 
MONSTERS 
MASH MUTANTS AND GRUSH THE GOMPE- 
TITION IN A TWISTED WORLD OF MAZES. 


GENRE: ACTION/PUZZLE EVERYONE 
PLAVERS: 1 TO 4 

GAME LINK: MULTI-PAK 
RELEASE: NOW AVAILABLE 
PUBLISHER: TITUS 
WEBSITE: TITUSGAMES.COM 


orrowing a page from the ice-kicking arcade classic 

Penga then evolving it into sci-fi territory, Planet 
Monsters pits you against three other fuzzy mutant hunters, 
all trapped in mazes of growing complexity. ft's a race to 
eliminate the others while avoiding or eliminating mutants 
in deadly pursuit. With a time clock counting down, the 
pressure’s on in the fast-paced cat-and-mouse game. 


The secret of success is to use the maze to your advantage. 
fts walls are made of blocks, which you can kick loose. Once 
kicked, a biock sails along until it falls off the edge of the 
maze or an obstacle stops it. If anyone—hunter or mutant— 
is caught in the way, he'll be smashed into oblivion. 


A variety of power-ups, such as foot-springs that allow 
jumping over wails and enemies, gives players an edge 
in battle. Weapons include freeze rays, bombs and a time 
stop clock. 


Battle progresses through 40 levels that span eight theme 
areas, each with a new group of mutants—and a boss that 
absorbs multiple attacks before going down for the count. 


Planet Monsters offers two multiplayer modes. Single Level 
Mode pits competitors against each other on one level, white 
Championship Mode covers a series of levels within an 
adjustable time limit and number of rounds for each battle. 


In gach theme area, early levels 
‘spowa cuta crittere ihat mutate 
lata largar manstrositias ta later 
lavals, thaugh thay're att lust as 
daadly. Yau'll be toast if ¢ mutant 
fouches you. 


5] The eaormous hosses att take dit. 
fereat approoches ta beatiag 
playere, such os an elaphaat that 
pops out minielephents end eico 
rembles tha whala battle areaa 
far a parelyzing afiact. 
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ZONE OF THE ENDERS: 
THE FIST OF MARS 


TAKE ON AN ARMY OF ANTI-EARTH ENDERS 
IN A TURN-BASED STRATEGY EPIC. 


Violence 


RELEASE: SPRING 2002 
PUBLISHER: KONAMI 
WEBSITE: WWW.KONAMLCOM 


na future where the Earth's resources have been 

exhausted and millions have left the planet to colonize 
the outer reaches of the solar system, tensions are building 
between those who feft and those who stayed. It is the 22nd 
century, and the hope of humankind rests in the hands of a 
small group of warriors. 


Konami's Zone of the Enders: The Fist of Mars is a war simu- 
lation, rich with story, that puts you in the middle of a figbt 
between Earthlings and Enders, a race of humans who left 
the planet many years ago and formed an anti-Earth coali- 
tion on Mars. The story unfolds with long cinema sequences 
that follow batttles between spaceships and LEVs, 
advanced robotlike fighting vehicles. 


You command a group of vehicles with a specific goal— 
either deliver medicine, escort allies or clear an area of ene- 
Inies. As you carry out your goal you must face an opposing 
force. Strategy is key as you instruct each of your units to 
move, attack, repair or supply other units. When you 
choose to attack an enemy vehicle, you must select your 
weapon, single out your target, then hit the target in a 
shooting-gallery-style aim-and-fire sequence. When the 
enemy fires in your direction, you are put on the defensive, 
and you must move out of the way of the enemy's aim. 


When you destroy vehicles, you earn the ability to upgrade 
your own vehicfes and continue the fight for freedom. 


‘Yoo're tha commender of ¢ fiat 
‘of high-tech fighting machines, 
‘You must farm a sirategy thet will 
al. You can 
matatata your 


‘When yot narrow In on tha enemy 
decida to fire your waapons, 
mast comer the other vehicle 
with yaar reticle and putt the trig- 
ger whan the time Is right. 
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CHESSMASTER 


REST YOUR FINGERS AND WORK YOUR 
MIND WITH UBI SOFT’S CHESS CLASSIC. 


EVERYONE 


GENRE: PUZZLE 

PLAYERS: 1702 

GAME LINK: SINGLE-PAK/MULTI-PAK 
RELEASE: SPRING/SUMMER 2002 
PUBLISHER: UB SOFT 
WEBSITE: UB/COM/US 


| naddition to being perhaps the oldest board game in the 
world, chess is one of the most difficult to master—but 
you'll have an edge over the competition with Ubi Soft’s lat- 
est title, Chessmaster. 


The game contains four game play modes—Standard, 
Handicap, Board Setup and Multiplayer—and a Chess Tutor. 
Standard pits you against one of II different players of vary- 
ing skill levels, Handicap lets you remove pieces from either 
side before a match begins and Board Setup lets you place 
pieces anywhere you choose. Finally, Multiplayer Mode 
grants you anda friend the ability to go head-to-head using 
one or two Game Paks. 


Chess Tutor is where Chessmaster really shines. Players 
can study everything from basic strategies to Grandmaster 
secrets. You can even learn as you play by asking the com: 
puter for a hint or having it warn you when a piece is in 
imminent danger. The Chess Tutor can also teach you how 
to take five different kinds of notation (writing down 
moves), rate your chess-playing skills and recreate over 150 
famous matches from years gone by. It’s like having aninter- 
active chess encyclopedia right in the palm of your hand. 


Whether you've been castling since childhood or are still 
struggling to figure out what the little horse does, 
Chessmaster has a playing style to fit your need. 


Chessmaster contalns 10 diftersat 
chess sets tor you to ptey with, 
iactudleg a traditional woodes 
sat, @ dog sat, ¢ medieval tastasy 
get aed the ctassic blect ond- 
white sewspeper layost. 


Yoo coe learn a lot by wetchiag 
the tsmoes matches. The game 
even recrestes the match 
betwees the computer HAL aad 
Franh Poole, which was shows In 
the titm 2807: A Space Odyssey. 


GUILTY GEAR X: 
ADVANCE EDITION 


BATTLE FOR FREEDOM AGAINST BIOLOGI- 
CAL WEAPONS IN A FUTURISTIC FIGHTER, 


GENRE: FIGHTING 
PLAYERS: 71702 

GAME LINK: MULTI-PAK 
RELEASE: SPRING 2002 
PUBLISHER: SAMMY 
WEBSITE: SAMMY-ZONE.COM 


At a brief period of peace, the Sacred Order of the 
loly Knights faces a new threat against the citizens 
of the world in the form a biological terror known as a.Gear, 
It is the 22nd Century and the world, having survived 
attacks by one Gear, is at the brink of disaster at the hands 
of another one of the maverick monsters. 


In its search for a hero, the order has set up a tournament. 
The winner of the tournament will go on to battle the Gear 
and fight for the freedom of the world, Guilty Gear X: 
Advance Edition from Sammy challenges you to take up to 
three fighters through the tournament ranks and show 
your one-on-one fighting skills. 


In Arcade Mode, you will master the moves ofa single fight- 
er and challenge a long line of opponents. In Tag Battle, 
you'll be able to share the battle with another fighter, In 3- 
on-3 mode, you'll select a trio of fighters who will go up 
against another three-fighter team. All battles are one-on- 
ooe, but multicharacter modes allow you to switch from 
one character to the next, Vs. Mode allows two linked play- 
ers to go head-to-head. 


The more than a dozen characters include the sword: 
fighting Ky Kiske and the anchor-wielding May. Every 
character has a full slate of special moves and his or her 
own fighting discipline. You can keep your opponent guess- 
ing by changing moves in midattack. 


Join the tcamement ot the Sacred 
Order ot the Holy Knights end 
fake on ell challengers as they 
come. The victor eems the sight 
to save tho world egeinst ¢ dend- 
ly Geor. 


Every fighter hes o different look 
rant way ot fighting 
thers’. Special moves: 
take advantage of sach tighter’s 
methods and equipment. 
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HIGH HEAT 
BASEBALL 2003 


STEP UP TO THE PLATE WITH 3D0'S 
NEWEST BASEBALL TITLE. 


GENRE: SPORTS EVENYOGE 
PLAYERS: 7 TO2 

GAME LINK: MULTI-PAK 

RELEASE: SPRING 2002 Esas 
PUBLISHER: 300 

WEBSITE: WWW3D0.COM 


obius Entertainment and 3D0 follow up last year’s 
hottest handheld basebalt game with a sequel that 
knocks it out of the park. 


If you demand realism and flexibility, High Heat has you 
covered with complete MLB rosters, individual stadiums, 
team logos and a whole host of game play modes. Players 
can practice hitting or pitching, play an exhibition game or 
a full season and challenge Barry Bonds in the Home Run 
Derby. You can also tweak details such as the length of a 
game (one, three, five, seven or nine innings), the length of 
a season (16, 81 or 162 games) and whether or not you want 
automatic fielding. Best of ali, multiplayer is up and run 
ning—so you and a friend can battle it out on the diamond, 


The High Heat series has always been known for its atten 
tion to minute detail, and High Heat 2003 is no different. The 
computer Alis well-tuned: Players will steal bases, tag up, 
play the bunt, shift defensive alignments and perform a 
variety of other realistic strategies. A box score has been 
added after every game, and there are enough pitching and 
hitting stats to please even the most die-hard number 
cruncher. The game will compile stats throughout an entire 
season and save them directly to the battery. Baseball 
lovers who desire a portable pastime need look no further 
than High Heat Baseball 2003. 


Geme play le very elmiter te High 
Heal Baseball 2002 tor the GBA. 
Pitching is @ simple matter et 
eetectieg your plich then choosing 
a location with the Control Pad. it 
your pitcher gets tired, head for 
the pen end bring Ina rellever. 


The graphics are top-notch as 
well, You'll see @ variety of difter- 
ent batting stances end pitching 
etyles, plus tons ot ditferent 
hits—including pop-ups, bunts, 
hard line drives, touls to all parts 
ol the stadium, Inileld ilies and, 
ol course, monster home rens, 


BREATH OF 
FIRE Il 


CAPCOM'S CLASSIC SUPER NES RPG IS 


NOW A PORTABLE MASTERPIECE. 


GENRE: APG EVENYONE 
PLAYERS: 7 702 

GAME LINK: MULTI-PAK 

RELEASE: SPRING 2002 ESno 
PUBLISHER: CAPCOM 

WEBSITE: CAPCOM.COM 


Mild Violanc 


eturn to the days when the Super NES ruled supreme 

with Capcom's classic RPG, Breatb of Fire Il, 
Following in the footsteps of the recent GBA litle Breath of 
Fire, BOF Il revolves around a young hero's quest to find his 
missing father and sister. 


Like the original Breath of Fire, BOF Ii sports a solid fighting 
engine, multiple characters and villages, dozens of magic 
spells and hundreds of different types of weapons and 
armor, Unlike its predecessor, BOF [I contains creatures 
called Shamans that can join with certain characters to cre- 
ate powerful magic spells. Tracking down the elusive 
Shamans is key to victory and a major aspect of the game. 
Almost every character in your party (there are eight dif- 
ferent warriors who will aid in your journey) has a side 
quest to complete, which lends the game depth and replay 
value, Other fun features include a fishing minigame and 
the option to construct and then populate a town of your 
very own. You can even build a casino where you can win 
money and treasure. 


While the plot and game play are nearly identical to the 
Super NES version's, Capcom has made a number of 
changes to the Game Boy Advance incarnation—including 
the ability to save from any point in the game, the option to 
tun instead of walk and some minor graphical upgrades. 
You can also use the Link Cable to swap items, weapons and 
armor with a friend, 


All combat ta turn-based, 20 you 
can plen just the right move, Yoo 
cen elec set ell fights to Auta end 
let your charectera brew! without 
heving to press the A Guiton over 
end over. 


Sreaih uf Fire provides @ fot of 
beep for the buck. You cae easily 
1d 40-50 houre with the gama 
ied etlll have eecrats lefi lo 
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THE KING HAS JUST BEGUN TO FIGHT. 


In thie albnew adventure you're 
the Scorpion King on a quest to 
retrieve the fabled Sword of 
Osiris. And you'll be facing your 


tougheet challengee yet. With 
cool moves like the Scimitar Toee 
and Ceiling Grab, you'll be kicking 
butt through six worlds of classic 
side-scrolling action. So get ready. 
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wawnebetisatinteractive com 


Go to the-scorpion-king.com for more information on the movie. 


“The Searpion fing: Sarend of Osiris" interactive game © 2002 Universal Interactive, inc. The Scarpion Klog vad related charactors ore ™ and © ot Universat Studios. Licensed by Universat Studion Licansiog, ise. All rights revere. 
Ramo Boys Advance and ths Game Boye Advance Logo are lrademerke of Hintondo, ©7002 Kinteade A note to parvaix: Censutt wow Tiimratings.com for Information regarding movie ratings in making viewing eboicess tor chiidram. 
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